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Content Warning 

This game explores troubling topics including but not 
limited to misogyny, homophobia, white supremacy, 
religious bigotry, systemic police brutality, mass 
incarceration and deportation, paramilitary death squads, 
genocide, armed resistance against an authoritarian 
government, and the strategic calculus behind acts 

of political violence including terrorism, torture, and 
tyrannicide. 


Doctrine 

Just and Unjust Wars by Michael Walzer, Waging Insurgent 
Warfare by Seth G. Jones, Dying to Win: The Strategic Logic 
of Suicide Terrorism by Robert Pape, Resistance to Tyranny 
by Joseph P. Martino, Twitter and Tear Gas: The Power and 
Fragility of Networked Protest by Zeynep Tufekci, Burning 
Country: Syrians in Revolution and War by Robin Yassin- 
Kassab and Leila Al-Shami, The Ethics of Insurgency: A 
Critical Guide to Just Guerilla Warfare by Michael L. Gross, 
The Hacker Crackdown: Law and Disorder on the Electronic 
Frontier by Bruce Sterling, “Why Terrorism Does Not Work” 
by Max Abrahms, and the “Magic Diamond” framework 
by Gordon McCormick. We thank these authors for their 
brilliant insights and apologize in advance for simplifying 
(and potentially misrepresenting) their arguments in our 
attempt to make a game about radio-powered cyborg 
revolutionaries fighting a fascist military occupation. 


All people have the right to exist. 
All people have the right to resist those who threaten 
their existence through any means necessary. 


All onlookers have the obligation to come to the aid of the 
oppressed, or they'll fight alone when they, themselves, 
become the oppressed. And their time will come. 


For tolerance of tyranny and genocide against any 
people, no matter how distant they are, no matter how 
different they are, only validates tyranny and genocide as 
acceptable strategies. 


Radical empathy is not a sentiment. It's a strategy, a 
sword held to the throat of tyrants. Stand with your 
brothers and sisters or die. 
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“Fear not the fascist; he is the consummate coward. 


Beneath the mask and riot armor, that state-made 
veneer of power, is a wailing, heaving toddler, told by 
men far more cynical than he that his tantrum is an 
expression of mythology and a defense of his birthright. 


He is a weak-willed simpleton, lashing out at enemies 
that don’t exist, lamenting the loss of a cultural 
identity that never was, and proclaiming he is besieged 
despite the fact that he is the only aggressor. He is too 
dull to compete, too infirm to adapt, and too spoiled 

to share. He hides his cowardice with chauvinism and 
racism, twists his entitlement into heroic national 
narratives, and wages war on reality. He emasculates 
artists, intimidates teachers, degrades women, and jails 
journalists: anyone and everyone who would dare hold 
a mirror to him. He ts afraid of the world because he is 
not strong enough, mentally or emotionally, to survive 
it. That is why he never met a tyrant he didn’t like and 
will gleefully serve one: a strong father who will let him 
take whatever he wants from anyone he wants because 
in his toddler’s solipsism, everything is rightfully his. 


The state is his nook, his night-light, his favorite 
blanket, his favorite stuffed bear; an implement to stave 
off the horrors of the darkness, that long, long night 
where he would actually have to compete, actually have 
to participate in dialogue, actually have to compromise, 
actually be judged by his merits, actually have to find 
his own path in a complicated world. He lacks the 
mettle to do any of these things. The only strength he 
demonstrates is his white-knuckled grip on father’s 
pantleg. 


If the fascist could be reasoned with, he wouldn't exist 
in the first place. But, by word or endeavor, you will let 
him know that you see through his mask and you see 
his fear. His shivering, quaking, bowel-voiding fear. He 
shall be judged. 


This Signal Kills Fascists. Repeat the Signal.” 


— Father Francis, Regional Commander of the Faith, 
Eastern Revolutionary Front, Miami. 1986. 


“There are two types of propaganda. 


The first type is the kind we use on ourselves: 

the slogans, manifestos, chants, memes, and 
demonstrations we use to repeat the Signal. We do 

this to provide succor, support, and solidarity to our 
comrades, to let them know that no matter where they 
are, they are not alone in their fight. This propaganda 
is spoken in our languages, leverages our shared 
assumptions, and is built upon the political axioms and 
values we hold to be true. 


The second type of propaganda is the kind we use to 
counter-recruit the enemy or enlist new comrades 
into our movement. It is much harder to do this, 

for we must do the difficult work of unearthing 

the intersections of our common interest buried 
under mountains of political rhetoric and social 
programming. We must gain a foothold by seeing 
others as rational, self-interested actors before we can 
expect them to mainline Marx, Mao, or Malcom xX. 


Both types of propaganda have their value, but when 
we confuse the two, we do so at our peril. 


When the fascist said the Christians were persecuted, 
we said the Christians were the persecutors. They 
went to him. When the fascist said the miners and 
machinists were not forgotten, we said they worked 

in dying industries that were destroying the Earth. 
They went to him. When the fascist said the police 
officers were under attack, we said they were the shock 
troopers of a white nationalist prison-state. They went 
to him. When the fascist told the corporations that the 
communists were sharpening their guillotines, we said 
“You're goddamned right we are!” 


Stop laughing. All of you, shut up. We were right, we 
were just, and here we are, outnumbered, outgunned, 
and sitting in the ruins of a community center still 
talking revolutionary strategy. 


By simply acknowledging fears, the fascist made the 
people receptive to his violent nationalism. To grow 
our ranks, to outnumber the enemy, we must employ a 
radical empathy. Radical empathy is not about ceding 
our revolutionary pursuit, betraying our deepest held 
values, downplaying the struggles of our comrades, or 


breaking bread with the utterly unsalvageable. Nor is 
it about appeasing Whitey or sanitizing our struggle 
so it doesn’t hurt his feelings. It is about seeing the 
world as those outside our movement do, internalizing 
the narratives that drive them, understanding the 
touchstones and shibboleths that give them identity, 
and using all of this to hone our message so it can 
strike true. 


We don’t employ radical empathy to convert the fascist. 
We employ it to outnumber him. For how long have we 
traded praxis for purity? To those among you wilting 
under the dissonance of standing with dominionists, 
capitalists, and militias, even temporarily, I’m telling 
you right now, you can either go back to shrieking at 
the mirror until the echo is so loud you cannot hear 
anymore, or you can get back in the motherfucking 
fight. While we bemoan them, the fascist recruits them. 
Let me say that again. While we bemoan them, the 
fascist recruits them. The enemy will not wait for us 

to have the Resistance we want. Partisans fighting 

and dying in the streets are counting on us to wage 
psychological warfare and flip enough fence sitters 

to send the fascist back to Hell. We will not let our 
comrades down. 


This Signal kills fascists. Repeat the Signal.” 


— Chaka Hobbs, Regional Commander of The Party, 
Eastern Revolutionary Flank, Miami. 1986. 


If you have come here to help me, you are wasting your 
time. But if you have come here because your liberation 
is bound up with mine, let us work together. 


— Aboriginal Activist Group, Queensland, 1970s 
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Overview 


SIGMATA is a tabletop role-playing game about cybernetic 
revolutionary heroes resisting a fascist regime in a 
dystopian, alternate history of the United States of America 
during the 1980s. The heroes of this game’s setting, a 
revolutionary vanguard played by you, are called Receivers: 
normal people afflicted with the Sigmata, a phenomenon 
where one’s mind, body, and adherence to the laws of 
physics are dramatically altered when in range of FM radio 
towers emitting a special number sequence called the Signal. 
The Sigmata grants Receivers super-heroic powers, such as 
the ability to throw automobiles, teleport over phone lines, 
or scream out laser beams. Our heroes can only exploit these 
powers as long as the Resistance is able to keep repeating 
the Signal. 


SIGMATA is a table-top roleplaying game about repeating 
a signal at all costs and sustaining a resistance effort during 
a period of intense government crackdown on all lines of 
communication. This game of technological cat and mouse 
transpires within the telecommunications technology 

of the 1980s: bulletin board systems (BBS), 300 baud 
modems, floppy disks, magnetic tape backup, mainframe 
computers, HAM radio, land lines, payphones, and brick- 
sized cellular telephones. The Resistance must maintain a 
resilient and fault-tolerant network through pirate radio 
and BBS systems, and a small army of couriers who install 
transmitters, deliver floppy disks, and run communication 
lines while being hunted by the state. The battle isn’t just 
isolated to bit and baud, however. It is also raging in the 
streets. 


SIGMATA is a table-top roleplaying game about fighting an 
ethical and effective insurgency against a fascist government 
called the Regime. A homeland-oriented occupation force 
has replaced the quaint police departments of yore. All 
minorities, immigrants, foreigners, and unaccompanied 
women are assumed to part of the Resistance unless they 
are cleared. Veterans who demonstrate doubts about the 
Regime’s methods are shamed, threatened, or simply 
disappeared. Brutal raids, indefinite detentions, and 
book-burnings are cheered on by a population of loyalists 
convinced they will benefit from the Regime’s actions. 
Foreign interests feed weapons, supplies, and hope to the 
most unhinged members of the Resistance not to help 

in their liberation, but to further destabilize the United 


States. Unless strategic thinkers prevail, the Resistance will 
degenerate into a band of terrorists that only validate the 
Regime in the public imagination. 


SIGMATA is a table-top roleplaying game about the world 
we live in. It is a synthesis of modern political realities: the 
Arab Spring’s technical resilience against governments 
that shut down the Internet, the rise of nationalism and 
nativism in liberal democratic countries struggling with 
globalization, the new prominence of psychological 
operations influencing political outcomes, the militarization 
of law enforcement, the criminalization of protest, and a 
craven media giving demagogues and authoritarians the 
platform they need to grasp true power. It is a game about 
revolutionary superheroes, but also a sandbox to safely 
explore and experiment with the difficult subject matter of 
today and tomorrow. 


What is a Tabletop Role-Playing Game? 


What is a role-playing game (RPG)? There are a million 
definitions out there, but here’s the one we’ve settled 

on: it’s like playing make-believe, but for all ages, where 
disagreements about what happens are settled by rules 

and the random chance of a dice roll. People playing a 
role-playing game are contributing to a shared imaginary 
narrative, mediated by the structures and mechanics of play 
laid out in the rules. 


Like all games, RPGs have players. Players take on the 

role of a character they create: an imaginary protagonist 

in the game. Each player makes decisions, rolls dice, 

and contributes to the shared fiction by narrating their 
character’s actions, their outcomes, and by speaking in their 
voice. The characters controlled by players in this game are 
referred to as Receivers. Each player dictates and narrates the 
thoughts, emotions, actions, and well-being of an individual 
Receiver. 


RPGs are played over several sessions, each building on 
the shared fiction established by the players and their 
character’s actions in previous sessions. A typical session 
lasts 2-4 hours. The broad narrative arc of the game, 
played over multiple sessions is called the campaign. Think 
of a session as an episode of a television series, whereas 

a campaign is a season of a television series. A scene is 

a contained series of events that might happen during 

a session, such as a skirmish with Regime forces, the 
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infiltration of a detention facility holding political prisoners, 
or the interrogation of a Regime propagandist. Story space 

is used to describe the session’s or campaign’s imaginary 
universe; a collaborative creative work influenced by all 

the players and informed by the game’s fiction, concepts, 
illustrations, and rules. 


One of the players does not control a Receiver, but is 
instead the session’s or campaign’s game master, or GM 
for short. The GM is the person who prepares adventures 
in advance of a session, facilitates a session, and controls 
all the characters and events in the story space that aren’t 
controlled by the other players. During play, the GM 
introduces scenes of drama, danger, and decision-making, 
and then the players react to that prompt. While players 
will be telling most of the story, the GM reserves “editor- 
in-chief” and “referee” rights in order to maintain a level of 
consistency, believability, and productive play. 


What do Players do in this Game? 


Players assume the role of Receivers, the spearhead of 

the Resistance: an American Insurgency that has risen up 
against the fascist Regime. The Receivers aren’t just the 
Resistance’s secret weapon; they are the political agents, 
negotiators, and troubleshooters that keep it from fracturing 
into factionalism and extremism. 


Due to their superhuman gifts, Receivers are tasked with 
executing the Resistance’s most challenging and dangerous 
missions; the types of missions the Resistance cannot 

afford to fail. The Receivers’ missions include, but are 

not limited to, infiltrating Regime military fortifications 

to sabotage equipment, smuggling supplies to satellite 
Resistance communities to keep them in the fight, breaking 
Regime sieges on Resistance safehouses, liberating political 
prisoners from internment camps, recruiting strategically 
valuable allies deep in loyalist territory, bolstering 
community defense efforts against ultranationalist neo-Nazi 
hooligans, ferreting out loyalist spies who have infiltrated 
the Resistance, fighting for control of commercial and pirate 
radio towers, and defending mass demonstrations from 

the brutality of a militarized police force chartered to crush 
citizen assembly. 


When the Receivers are not executing missions to weaken 
the Regime’s war machine or to strengthen the Resistance’s 
strategic position, they are engaged in operations to ensure 


that the factions of the Resistance do not turn on each other, 
defect to the Regime, execute strategic blunders, or get 
provoked into committing atrocities. The Receivers may 
have to broker agreements between feuding factions of the 
Resistance, perform missions to curry a faction’s waning 
loyalty, sabotage Regime negotiations with a faction, and 
neutralize members of the Resistance who would engage in 
extremist behavior, such as terrorism, torture, assassination, 
banditry, and coercive dominion over the people. 


While Resistance Command is counting on the Receivers to 
be the fist and the conscience of the American Insurgency, 
the Receivers are only as strong as the movement. When 

the Resistance is fractured, feared by the people, loathed 

by the international community, and on the defensive, the 
Signal is weak and the Receivers are only slightly more than 
human. When the Resistance is unified, loved by the people, 
supported by the international community, and on the 
march, the Signal is strong and the Receivers can leverage 
super-heroic powers. If the American Insurgency fails, the 
Receivers face a grim fate. They will be captured by the 
Regime, secured in faraday straightjackets, and carted off to 
a military laboratory where they will undergo a baptism of 
electroshock therapy and psycho-political reprogramming, 
to rise again as the brainwashed supersoldiers of a fascist 
government. 


Strategy in an Age of Outrage 


SIGMATA was influenced by the politics of anarchism, 
internationalism, anti-racism, and anti-fascism. The game’s 
primary political agenda is to teach and explore some 
fundamental concepts of armed resistance against tyrants, 
foreign occupiers, and genocidal nationalists, and to help 
evolve a Western audience’s often simplistic understanding 
of insurgency, be it contemporary or historical. If we 
understand the kinetic and political strategies used by both 
the insurgent and the occupier, then we are better equipped 
to see the human beings behind these struggles, to hear 
their pleas for support and solidarity, and to reject the 
rhetoric that dehumanizes them. 


SIGMATA’s revolutionary army, the Resistance, is a 
somewhat heroic, somewhat grotesque representation of 
a popular front turned armed insurrection. It is composed 
of human beings who have the courage to challenge their 
oppressors. It is also composed of numerous factions 
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who agree on little when it comes to tactics, the treatment 
of non-combatants, or what type of government should 
replace the Regime. The movement is a complicated mess. 
This is a reality of all resistance movements, which must 
contend with internal struggles as difficult as the one they 
wage against their oppressors. This messiness is not license 
to dismiss a movement outright, though the oppressor is 
counting on you to do so. 


The way we talk about resistance to tyranny often serves 
those in power. Dogged deference to nonviolent resistance, 
even when it’s no longer effective, and admonishment 

of violent resistance, even as a last resort, only serves the 
oppressor. Reducing a complex and evolving resistance 
movement into the simplistic categories of either 
“democratic opposition” or “crazed terrorists,” when the 
reality is far more complicated, only serves the oppressor. 
Bemoaning all international military intervention as 
imperialism, even if it is to save a people being eradicated 
by imperialists, and proclaiming non-intervention as 
“neutrality,” even as those being butchered cry out for help, 
only serves the oppressor. Seeing refugees as a problem 
population, instead of seeing the tyrants who create them 
as the problem, only serves the oppressor. Blaming “a few 
bad eggs” for acts of police brutality, while exonerating 
and canonizing the violent institutions that create, protect, 
and reward those bad eggs, only serves the oppressor. A 
goal of this work is to change how we talk about resistance 
movements and rid ourselves of these semantic shackles. 


SIGMATA’s gamification of a popular counterinsurgency 
framework (Gordon McCormick’s “Magic Diamond”) is not 
meant to praise this strategic framework or its application 
in imperialist adventure, but instead, to demonstrate how 
militaries and militarized law enforcement perceive and 
structure the work of subduing and destroying people’s 
movements that are antagonistic to those who control 

the means of war. Contemporary and historical examples 
show that the victor of an insurgency, whether it was the 
insurgent or the occupier, often won the struggle because 
they were better able to gain the solidarity and support 

of the local population and the international community 
alike. “Winning hearts and minds,” is a phrase made nearly 
meaningless by decades of American military misadventure, 
but history has validated, and continues to validate, the 
strategic sentiment behind it. 


We will undoubtedly be accused of “bad politics” from 
folks left, right, and center. And that’s OK. Any energy 
spent articulating just how twisted and/or misinformed 
we are has value, so long as it sparks conversations about 
how all of us can be better at seeing, supporting, lifting up, 
and standing along with the human beings behind people’s 
struggles happening locally, nationally, and internationally. 
Their struggle is ours and our struggle is theirs. 


This Signal Kills Fascists. Repeat the Signal. 


SIGMATA was written for a mature audience that has a firm 
grasp on the difference between fiction and reality. While 
this book periodically takes the form of a primer on armed 
insurrection and an anti-fascist manifesto, at the end of 

the day, it is not an authoritative source on either of these 
topics because it is a game about radio-powered cyborg 
revolutionaries fighting a fascist regime in an alternate- 
reality 1980s. Our goal is to humanize the people behind 
revolutionary struggles, not tell you how to launch your 
own revolutionary struggle. 


SIGMATA features some troubling concepts, images, and 
language. Some of the uncomfortable topics explored in this 
text include but are not limited to misogyny, homophobia, 
white supremacy, religious bigotry, systemic police 
brutality, paramilitary death squads, genocide, armed 
resistance against an authoritarian government, and the 
strategic calculus behind acts of political violence including 
terrorism, torture, and tyrannicide. Some or all of this 
content may be particularly difficult for players because 

of their own experiences. Prior to beginning play, it is 
imperative that everyone at the table talk about their level of 
comfort bringing these topics into the story space and agree 
on some content limits. If you are not already familiar with 
safety tools for tabletop gaming, now would be an excellent 
time to look up the X-Card by John Stavropoulos and utilize 
it at your table. 


Why would a book exploring and espousing radical politics 
defer to any mechanism that obfuscates cruel realities or 
constrains how we talk about things? Because for some, 
“it’s our struggle, but it’s my life.” Allies frequently have 

the privilege of wading into and out of a struggle as they 
see fit, based on their current level of resources, availability, 
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and passion. For those at the center of a struggle, however, 
whether it’s indigenous peoples fighting for their land and 
water, African Americans fighting mass incarceration and 
police violence, transgender people fighting to have their 
existence acknowledged, or Syrians fighting a genocidal 
despot, there is no reprieve. They do not have the privilege 
of being able to walk away from the struggle because they 
are exhausted. Being mindful of the emotional duress that 
some carry and some do not is quite literally the very least 
that is expected from an ally. If someone asks to escape 
certain content while playing an escapist fantasy game, 
respect it. 


Lastly, SIGMATA explores the concept of empathy, 
compromise, and coalition-building between political 
nemeses. SIGMATA’s Resistance is composed of fictional 
political factions that are coded to have revolutionary 
and humanitarian impulses at their best and counter- 
revolutionary and authoritarian impulses at their worst. 
We suspect that the typical reader will identify with some 
of the factions and detest the others. This was by design. 
No matter what your political persuasion or background 
is, you're bound to be uncomfortable with some aspects of 
this game’s exploration of politics, ideology, and political 
violence. We certainly were. 


THIS SIGNAL 
KILLS 
FASCISTS. 
REPEAT 
THE SIGNAL. 


Important Design Concepts 


SIGMATA was built with the following design concepts in 
mind: 


No Player Left Behind 

Virtually every scene in SIGMATA, whether it is a frantic 
firefight, a stealthy infiltration, or a scene of social intrigue, 
is structured in a way where every player has a turn to be 
in the spotlight, regardless of how they built their Receiver. 
Even shy players will be telling exciting stories and creating 
narrative springboards that other players will use to move 
the fiction forward. 


Team, Team, Team 

In SIGMATA, the story’s heroes live and die as a team. To 
succeed in their goals, some Receivers will need to take 
bold action, storming fortified positions, risking their 
cover stories to recruit allies, and sneaking deep behind 
enemy lines. They won’t make it far, however, unless 
their comrades are supporting them with suppression 
fire, convincing alibis, and timely distractions. This game 
elevates assistance and teamwork to the same dramatic 
heights as bold individual actions. 


Everyone at the Table Owns the Story 

The final product of a game session is a compelling and 
memorable story, told in a collaborative fashion by people 
willing to surrender to the fiction they are creating. Every 
single heroic component of a Receiver, be it an amazing 
super power, a cybernetic module, a coveted weapon, or a 
memory of a fallen comrade, is a prompt to tell a story, build 
the game’s fictional world, and defeat the game’s fascist 
antagonists. 


Minimal Prep Time 

The greatest threat to a fulfilling RPG campaign is real life. 
SIGMATA was designed so that a GM can simply create 

a prompt for an adventure, and then sit back while the 
players populate the story space that their Receivers inhabit. 
Once a GM has absorbed the contents of this book, she will 
be equipped to create exciting adventure prompts in an 
hour or less. 


IT COULD NEVER 
HAPPEN HERE 
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Daylight 


The radio alarm clock crows at the shrillest moment of the 
morning talk show. Breathless cackles, the fallout of a joke 
about silver and Jews. Coffee, shower, shave. Morning 
anchor’s face, small, reflected in the bathroom mirror, says 
the wars proceed as expected. Profile on amputee veteran is 
the foil of degenerate protestor caught mid-Marxist-screed. 
Airline commercial, international flight, because apparently 
some people can leave by choice. Breakfast, briefcase, 
stumble to the bus, bus to the metro, metro to the office. 
Only two security checkpoints today and the masks seem 
bored. It almost feels like a Saturday morning. Today is 
looking to be a good day. Knock on wood. 


The cubicle is off. Roll-O-Index is open to a contact you 
haven't called in ages. Answering machine popped open, 
cassette missing. Notecards with market leads are scattered 
around the floor. Boss greets you, along with two masks, 
Freedom Fist regulars. No batons or riot shields, just 
holstered sidearms. “There’s someone who needs to talk to 
you. Conference room B,” boss says sheepishly. The walk 
there, a trip maybe 20 seconds going slow, is eternal when 
flanked on both sides in a 9 AM perp walk. Whispers. 
Gasps. Coworkers gawk, only to turn away quickly when 
your eyes meet theirs. 


The masks don’t follow you into the conference room but 
stand at attention just outside. A woman, grey pantsuit, 
square shoulders, librarian glasses, hair in bun. She has her 
hands on a manila envelope, briefcase leaning against her 
chair. “Take a seat,” she says. You do. She stands up, walks 
over to the blinds. The entire office is staring back aghast, 
and with a flick of the wrist, she shuts them out. “You'll be 
spending your day in here today,” she says on her way back 
to her seat. “The men outside will escort you if you need to 
use the bathroom or grab your lunch out of the kitchen.” 
You steel yourself for an interrogation. You’re loyal. You’re a 
patriot. You have nothing to hide. Why are you here? What 
could possibly be in that envelope? 


She grabs her briefcase, lays it on the table, opens it, and 
extracts today’s newspaper. She leans back in her chair 
and begins to read the newspaper. Minutes pass. “Why am 
There?” She says nothing. “I have work to do.” Nothing. 
“What is this about?” Nothing. “Why are you doing this 

to me?” Nothing. Periodic glances over the top of her 


newspaper, or the shifting of her glasses. Sheer boredom 
mixed with terror. What do they have? You conjure every 
call, letter, and contact you can remember. Wince recalling 
conversations you’ ve had. What could be construed as 
seditious? There is nothing. You can’t think of anything. 
Why is this happening? 


Bathroom break. When you open the door, the normal 
buzz of the office goes silent, like the fauna of the forest 
going still in the absence of a predator. Perp walk to the 
bathroom. It takes heroic willpower to use the urinal with 
the armed mask standing right behind you. Wash your 
hands methodically. Collar and armpits stained, beads of 
sweat dripping from your forehead. Perp walk back to the 
conference room. Hours pass. 


Finally, it’s quarter to five. No questions asked, no 
conversation had. You spent your day watching her read 
the newspaper front to back, move on to magazines, file her 
nails, and yawn. She packs up everything in her briefcase, 
save for the envelope which hasn’t moved in nearly eight 
hours. She stands up and looks at it, acknowledging that 
she is leaving it behind. “Thank you for your cooperation,” 
she says on her way out. “You're free to go.” She is escorted 
out by the Freedom Fist and leaves the conference room 
door open. As soon as you see the elevator doors across the 
cubicle farm open and close, you rush to the other side of 
the table and open the envelope. It is empty. 


You slowly walk to your cube. A coworker sees you and 
recoils in his seat, like he’s seen a ghost. You think better of 
telling him that you spent 8 hours watching someone read a 
newspaper. Who would believe you? Happy hour is out of 
the question. No one says goodbye. No one even walks by 
your cube, despite it being in a major thoroughfare. Boss is 
glaring at you from a distance. You’ve brought something 
ugly into the office. Few, if any of these people are raging 
loyalists, but they will be damn sure to keep their distance 
from someone who had just spent a full workday being 
interrogated by EYE-Ops. In fact, they’Il be keeping their 
eyes on you. 


Remember that one comment he made at the company party? Was 
he really “fishing” on that weeklong fishing trip? What about the 
one time he turned the channel in the middle of the President's 
speech? Let’s take another look at that performance review. Isn't 
he a little old to still be single? How much you want to bet that he 
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was doing some side business in his cube and the telco overheard 
him? Did you know he speaks Spanish? I always knew there was 
something off about that guy. Oh god, do you think they're going 
to come after us because we do happy hour with him? 


You know the state interrogation is over, but the real 
inquisition has just begun. The sad part is, you weren’t 
even the target. It only took eight hours and a newspaper to 
recruit an entire office of telemarketers into loyalist agents 
of the Regime. 


Midnight 


The tent village under the metro overpass on 8" street 
finally moved out of the DMZ and two blocks down into 
the shelled-out ruins of the Harper block. Harper was still 
cordoned off and classified as “Resistance Territory,” though 
the Resistance abandoned it entirely after firefights and 
raids leveled the place. The tent villagers didn’t want to 
move there. They had no allegiances. It wasn’t their fight. 
But night after night, the masks would show up to the 
DMZ, drunk, to practice their shield and baton skills on the 
villagers, who were already invisible to the city. Afterward, 
they’d go home and kiss their wives on the mouth while 

the villagers kissed dirt with split, bloody lips. Big Mike, 
the “mayor” of 8" street, used to look after the village; trade 
tips and observations to the masks to keep the whoopings 
and recreational target practice to a tolerable level. Until, 
one day, a mask clubbed him in the head so hard that now 
he has to struggle to speak and spends all of his time staring 
into the tire fires, eating only when someone reminds him 
that he needs to. 


The villagers abandoned some of their infrastructure during 
the exodus; the grocery carts couldn’t clear the rubble, 

but neither could the mask APCs, they figured. The only 
light after hours came from their makeshift torches and the 
glimmering of the skyline across the lake. It wasn’t until a 
747 flew overhead and illuminated the ground below with 
its belly lights that they noticed all the shell casings and 
brown stains of long-dried blood. The carnage was old, 
caked in dust; the rats and bugs that still remained were late 
to the party. To some, it was an ill omen. To others, it was a 
sign of relief; there is no fight left in this place, nothing the 
city needed to reclaim, and no resource worth feuding over 
with other squatters. They pressed on deeper into the ruins, 
towards the faceless but sturdy skeleton of an apartment 


building at the center of the block. They remembered when 
the news vans overran their 8" street squat during the 
fighting, and the sweaty, orange-skinned reporters called 
that tall building the “terrorist’s Alamo.” 


Inside the remnants of a foyer, every inch was pocked with 
bullet holes. Shell casings littering the floor made each step 
treacherous. White strip lights dangled precariously from 
rafters like spilt guts. Whomever tried to hold this place 

at least gave the masks hell. The elevator dead, they took 
the stairwell, still sound enough to climb even though the 
exterior wall had sloughed off into a pile of bricks on the 
ground outside, exposing the villagers to the night sky 

and the gaudily lit skyscrapers beyond the lake. In the 
apartments, they expected to be greeted by the telltale signs 
of an insurgent hideout; a bomb assembly plant, a barracks, 
or maybe a headquarters strewn with battle maps and chess 
pieces. They were greeted instead by empty refrigerators, 
shards of broken dishes, tipped cribs, scorched mattresses, 
lunch pails, gilt-bound children’s books, smashed furniture, 
shattered toilets, scattered toy blocks, and dolls with their 
heads torn off. Traces of domesticity amid the backdrop of 
bullet holes, shell casings, and streaks of brown, aged blood 
splattered against every floor, wall, and ceiling. The gravity 
of the scene weighed on them, the silent echoes of massacre 
reverberated in their chests. Without uttering a word, the 
villagers recoiled from the place with the hope never to 
return. At the threshold of that shelled out nursery, Big Mike 
finally spoke again. 


“T met one of them metal men once. He gone now, but he 
say to me killin’ and dyin’ is the easy part. The hard part 

is what come after. Who gonna’ be strong enough for what 
come after?” The other villagers paused. Big Mike upturned 
a tipped garbage bin, got down on his knees and started 
picking up shell casings and bits of glass with his calloused 
hands. He looked up at the others, and said with a cracking 
voice, “Ain’t nobody strong as us! Ain’t nobody got the heart 
we do!” He stared at them and they stared back. They 
looked to each other, heads slowly nodding. The villagers 
dropped their bags, placed their torches upright in empty 
planting pots, and took to the floor, helping Big Mike start 
to rebuild. 
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Outskirts 


It had been nearly five minutes. The sheriff’s squad car that 
pulled over their woody station wagon still had its cherries 
on. The sheriff talked into his radio a few times, but hadn’t 

got out of his car yet. Grant, behind the wheel, and Sophie, 

in the passenger seat, sat perfectly still, speaking softly and 
slowly so their mouths didn’t move much. 


“Is he waiting for back up or trying to ice us out?” Sophie 
asked. 


Grant lowered his head a bit so he could see the town’s 
water tower through the windshield, rising behind a 

field of waving corn. So close. At the top of the tower’s 
utility ladder was a small balcony. Resting on it was a 
small weatherproof cabinet. And inside that cabinet was 

a radio repeater. Wires protruding out of it led up toa 
small antenna fixed to the top of the tower. The repeater 
was one of many pushing the city’s pop station, 103.7 FM, 
to radios in the rural outskirts. The Resistance had just 
launched the Signal from a pirate radio station hidden in 
a barn across the state border, on frequency 89.5. This was 
the last of the repeaters that needed to change frequency to 
push the Signal back into the city, where a Resistance force 
was primed to assault a Fist barracks, just as soon as the 
Receiver’s got their boost. 


“He doesn’t need us to run, we’re already guilty out here. 
I shouldn’t have drove, not with a white woman in the 
passenger seat,” Grant said, staring into the rear view. 


“He would have saw us at the tower, anyway,” Sophie 
replied. “Better here than there. But how are we going to 
lose him? They’re waiting on us.” 


“He might be one of the good ones. I think we play it cool 
until it’s clear we can’t.” 


In the rearview, a storm of gravel rose over the hills of the 
country road. A yellow conversion van was heading their 
way. Grant considered using the coming dust cloud to buy 
their escape a few seconds head start. He put his hand on 
the ignition, then pulled it away, thinking to himself “Stay 
cool. Stay cool. No bodies. No bodies.” It looked as if the 
van was about to pass without incident, when it suddenly 
slammed its breaks, jerked to the right, and planted itself 
right in from of their station wagon. Seen through swirling 
dust, the rear swivel doors, painted over with a confederate 


flag, burst open. Grant didn’t wait to see what was inside. 
He started the car, threw it in reverse, and rammed the 
squad car, smashing in its front bumper. He threw it in 
drive, veered hard left toward the corn field behind the 
conversion van’s dust cloud. A man in a baseball jersey 
rolled over the hood and smashed against the windshield 
before sliding off to the side. Clearing the dust and 
careening through the cornfield, Grant saw the tower, his 
guide, through flocks of crows spilling into the air, startled 
by the commotion. 


The station wagon smashed into a ditch yards from 

the tower, blowing out the windshield and most of the 
windows. Grant’s nose broke on the steering wheel, and 
Sophie’s knee shattered against the dash, exposing bone. 
With a steady stream of curses, she rifled through the 
contents of the glove compartment that had spilled to 

the floor and picked up a revolver. Grant gasped. Hands 
shaking, he reached for Sophie’s knee, only to be powerfully 
slapped across the face by Sophie, screaming with spittle 
coming from her mouth, “Go! Repeat the fucking Signal!” 
Grant nodded, unbuckled himself, and crawled out the 
smashed driver side window. He made it to the ladder 
release, cranked it, watched the ladder come smashing 
down next to him, and then clambered up as fast as he 
could. 


Yards up, he looked back long enough to see several figures 
stomping separate paths through the cornfield abruptly stop 
moving when a gunshot echoed through the air. No one 
was getting to that ladder without going through Sophie. 
He flinched as a bullet ricocheted on a support beam next 

to him and continued his ascent. Five more gun reports 
echoed through the air, but none seemed to hit their marks. 
The sheriff was taking 100-yard shots with his service pistol. 
Grant made the top and surveyed the scene. The figures in 
the cornfield crept toward Sophie, who was egging them 

on with profanity. The sheriff gave up on his pistol and was 
extracting a pump-action shotgun from the trunk of his 
smashed squad car. Keeping low on his back, Grant kicked 
open the cabinet, then spun around to crank the repeater’s 
dial to 89.5. When he retracted his hand, he saw he had 
smeared blood on the dial. The adrenaline was wearing 

off and his shirt was soaked crimson. One of the sheriff’s 
rounds had struck true after all. 
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Grant was leaking now. The scene was silent, save for the 
wind rustling through the field. The sheriff was probably 
saving his shells for Sophie. In a few more minutes, they’d 
both be dead, and someone would be kneeling on his body 
to switch the frequency back or put a shotgun shell into the 
repeater because they couldn't figure it out. But that’s all the 
time the Resistance needed. He looked to the startled flock 
of crows flying toward the tiny skyscrapers in the distance 
and slowly waved goodbye at them with a bloody hand. He 
knew that somewhere far away, walls were falling, rockets 
were popping APCs, and the masks that weren’t being torn 
to pieces were running like hell. 


The Blue Lie 


Three nights ago, the entire department decided 

that Fireteam 09 was going to get left on a call. The 
conversations happened in several places: in the barracks, 
during patrol, at happy hour. The consensus was always the 
same: when 09 lands in trouble, let them rot, or it'll be your 
fireteam that gets left on a call. 09 wasn’t carrying water 

for the department. They took off their masks and lowered 
their shields during the Lincoln Street demonstration. The 
protestors lost their minds and walked right through the 
line. The Fist was humiliated on television. All four of these 
asshole “heroes” needed to go. But nobody expected their 
time would come so quickly. 


[Dispatch! This is 09! We're under fire! The APC took a rocket, 
we can’t move. We need backup!] 


[Copy that, 09. What’s your 20?] 


Three blocks away, Fireteam 08 sat in their APC: Private 
Able at the wheel, Private Samuel at the radio, and 

Privates Toddy and Gorman in back. Toddy whooped 

with excitement when he heard what unit was calling in, 
declaring it “Couldn’t happen to a better bunch of guys! I’m 
really starting to warm up to these insurgents!” The group 
chuckled along, some more enthusiastically than others. 
Samuel instinctively reached for the radio, only to catch 
himself and slowly retract his hand. 


“Shit, you hear that?” asked Able, tilting his head towards 
the window. He heard the rumble of automatic fire. “This is 
happening right next door. What do you say, guys?” 


[Copy that, 09. All units, are there any fireteams in the area to 
assist? ] 


Gorman in back broke the jubilant tone, and said in a 

low, steady voice, “This is where we gotta’ stay strong, 
brothers. Hold the line.” They sat still, as best they could, 
anyway. Able tapped his foot against the floor mat. Toddy 
was exhaling deep breaths. Gorman stared at the floor, 
meditative, like a monk. Samuel stared at the radio. 


[Fuck, they got an MG. Jacobs was tagged. Fuck, fuck!] 


[Help is on the way, 09. All units, is anyone available? 06, what's 
your 20?] 


[Dispatch, this is 06. We’re, uh, stuck in traffic on the turnpike. 
We're maybe thirty minutes out.] 


[Copy that, 06. 13, what’s your 20?] 


The fear in 09’s voice was palpable. Samuel shook his head 
in disbelief, and finally broke, crying “Jesus Christ, guys! 
We're right fucking here. Let’s call it in.” 


“Hold the line, Sam,” Gorman replied in a rising tone of 
warning. “Don’t you dare touch that radio.” 


Samuel thrust in his seat and turned to face the back, 
looking Gorman in the eye through his mask, and cried 
“What if it was us?” 


“It’s going to be us if you call it in,” Toddy replied. “But at 
least turn the radio off. I don’t want to listen to this shit.” 


“No!” Gorman burst out, breaking his meditative state. 
“You guys need to hear what happens when you turn on 
your brothers.” 


[We're gonna’ fucking die, man! We’re gon- Jacobs! Jacobs! Are 
you- Jacobs? No! Jacobs! Oh, fucking goddamnit, no! Hang in 
there, buddy. They'll come. They'll come.] 


[Stay strong, 09! Help’s coming! 13, for fuck’s sake, answer, 
what's your 20?] 


“Fuck this, I’m calling it,” Samuel declared, and grabbed the 
radio. Gorman quickly unholstered his sidearm, racked it, 
and pressed it against Samuel’s head. 


“What, are you gonna’ shoot me, Gorman? Go ahead, you 
fucking coward!” 


Able shifted in his seat, facing them both, trying to calm 
them with his hands. “Gorman! Easy! Easy! Gorman!” 


The radio receiver beeped when Samuel pressed its button. 
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“Dispatch, this is 08—“ 


A blinding flash, then a deafening gun report rocked the 
interior of the APC. Blood splattered against the dash 

and the passenger window, imperceptible on the outside 
because of the dark tint. Samuel, dead, was still clutching 
the radio. Able, his own mask covered with blood, shook 
violently, hands still up, trapped in his futile calming pose. 
Toddy was cowering in the back seat. Gorman leaned 
forward, pushed Able, in shock, back into his seat, and 
grabbed the radio out of Samuel’s hand. He then raised it to 
his face as pressed the button. 


[Dispatch, this is 08. We got a sniper on the corner of 5" and 
Lexington. They got Samuel. We need help.] 


[08, this is 06. En route, we’re 10 minutes out.] 


[06, this is 13. Standby. We're 3 minutes out. We're coming 08, 
hang tight.] 


[Dispatch to... fuck... 09, are you there? 09? 09, please respond. 
U2 sind 


Surge 


Soft static crackled from a dashboard radio, barely audible 
over the air-conditioning units filling the alley with the 
sound of their heaving. Dian opened their eyes and raised 
their torso, moving from a prostrate position to a low kneel. 
The conspiratorial whispers abruptly stopped. The partisans 
sitting in the back of the pick-up truck, staring at Dian, went 
back to checking and re-checking the M-60, ensuring that it 
could swivel on the tripod and that its belt was sufficiently 
loose. Dian stood and looked at the partisans, but none 
returned their gaze. Martin’s voice drew Dian’s attention, 
“Penny for your thoughts?” 


“They did that before the change, too,” Dian replied. 


“Yeah,” Martin said. He sought the words to reassure his 
comrade, but they all seemed puerile. 


Dian broke the lingering silence, “When it’s all over, what 
are you going to do?” 


“I don’t know,” Martin said quickly, as if he was already 
actively pondering it. “I listen to Command talk. It’s funny. 
You ask about the aftermath and everybody’s got a different 
take. And some of them don’t sound so different from this. 
And they’re gonna’ expect us to...” Martin trailed off. His 


mind raced with thoughts of donning a mask, becoming the 
enforcer of a new regime. He shook the thought out of his 
head and blurted out, “What about you?” 


“I’m going to walk into the ocean,” Dian replied. “Walk 
along its floor. Walk until I find one of those places where 
lava seeps up into the water. Nice and warm. And then 
I’m going to settle on a pose and just stop. Just be a sunken 
statue collecting seaweed and six pack rings.” 


Martin gave a knowing smile. “Why wait?” 


They both start when automatic fire sounds are heard 
several blocks away. 


“Hey,” a partisan yelled from the driver’s seat of the pick- 
up, “The shooting’s started. I don’t know how long we can 
wait. What gives?” 


“Sophie and Grant will come through,” Martin barked. “Just 
remember the plan. When the show starts, Dian’s on point. 
You gotta’ keep up with us. We’re going deep, so if we lose 
the Signal, you better be right fucking there to evac us. You 
got that, Michigan?” 


“Ten four,” the scolded partisan replied, easing back into 
his seat. As he nervously adjusted the rearview for the 
fourth time, the soft crackling of radio static surged and 
crescendoed into a throbbing pulse of white noise. He 
rapped violently on the back window, “Guys, guys, guys!” 


Martin and Dian suddenly staggered in place, as if 
pummeled by wave of nausea. The fractals of their irises 
spun like dynamos and their pupils widened. Martin 
violently and audibly inhaled, as if it was the first breath he 
took after nearly drowning. He looked to Dian. Blue light 
burst from the seams between their chitinous panels of 
flesh. Without hesitation, Dian dashed through the alley and 
into the street. Martin followed, and they were in the fray 
before the driver of the pick-up could even turn the ignition. 


The convoy of Freedom Fist APCs slowly rolling down 

the thoroughfare came to a halt when a blue flash of light 
smashed into the side of one of the vehicles, blowing its side 
panel inward and sending it rolling through a storefront on 
the other side of the street. Dian turned to the next APC in 
line, grabbed its front bumper, and flipped it over before 

the machine gunner on top had a chance to retreat inside. 
Regaining their composure, the Fist fought back. Dian was 
suddenly peppered with small arms fire, staggering as 
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bullets ate away at their cybernetic flesh. Martin pressed 

a hand against a nearby telephone pole. The transformer 
above exploded as power cables tore themselves out of it 
and whipped themselves towards the street below, coiled 
around the necks of Freedom Fist regulars, and then hurled 
their electrocuted corpses. The pick-up finally rolled onto 
the scene, shielding the Receivers from small arms fire. Red- 
hot .50 caliber shell casings rained from the machine gun 
fired by the partisans in the back. 


Dian craned their neck with a cracking sound and brushed 
off their shoulders as their bullet-ridden chassis began 

to rapidly reconstitute itself. Martin, ignoring the chaos 
and violence around him, casually opened the door of the 
flipped APC, reached across the chest of a delirious soldier 
and grabbed the radio hand-set squawking with panicked 
tactical chatter. He took a deep breath and screamed “Take 
off your mask,” the last word of which he belted out with a 
long, deafening, polyphonic roar. One by one, the windows 
of each APC forming the convoy exploded outward, 
creating a steady line of concussive blasts that continued to 
snake down the street toward the Freedom Fist barracks. 


The Rules are simple. Pledge allegiance. Go to work. Pay 
your taxes. Respect your elders. Use an indoor voice. Go to 
the mall. Buy a car. Say no to drugs. Read the newspaper. 
Go to church. Make babies. Shave your face. Have dinner 
ready for your husband. Paint your nails. Mow the lawn. 
You look like a whore in that makeup. 


The rules are simple. Pledge allegiance. Go to work. Pay 
your taxes. Serve your country. Be thankful. Buy a stroller. 
Wear a dress. Drink in moderation. Be a man. Exercise daily. 
Respect your boss. Kids these days. Buy a boat. Watch the 
game. Look both ways before crossing the street. Buy war 
bonds. Go back to Africa. 


The Rules are simple. Pledge allegiance. Lose some weight. 
Go to work. God made Adam and Eve. Pay your taxes. 
Obey all traffic laws. What will all those tattoos look like 
when you're old? Enlist. So, what are you willing to do for 
that promotion? Quit smoking. This is the greatest country 
in the world! Obey your husband. You’re going to be just 
another starving artist. Step out of the car slowly. 


The Rules are simple. Pledge allegiance. That’s not even 
music! Put your hands behind your head. Why aren’t you 
married yet? Change the channel. It’s heritage, not hate. 
Serve your country. Pretty soon, we’ll be the minority. 
Remember to rewind. He’ll probably just spend that money 
on alcohol. Save for retirement. When I say that word, I’m 
not talking about all black people. Pack a lunch. Invest in 
the stock market. No work ethic, these people. Get on the 
ground, get on the fucking ground! 


The Rules are simple. Report traitors. I thought he had a 
gun. Go to work. We must defend our culture. Respect your 
elders. Dressing like that, you were asking for it. Invite the 
neighbors over for dinner. These illegals breed like rats. 
Trim your beard. We’re a country of laws. Stop resisting! 
He'll have a boyfriend in prison. Buy American. Why 
should I have to press 1 to speak English? If you don’t want 
to get shot, then don’t commmit crimes. 


The Rules are simple. The Bible says. Did you see the tits on 
that? Quit crying, pussy. We need to take our country back. 
Get on the ground, get on the fucking ground! Let’s go beat 
that fairy straight. Stop resisting. Why are you resisting? 
There is a rot in this country. They’ re taking all of our jobs. 
Why can’t you just follow the rules? Why are you resisting? 
They’re parasites. Why can’t you just follow the fucking 
rules? Follow the fucking rules. Know your place. Follow 
the fucking rules. Stop resisting. Get in the cage. Follow the 
fucking rules. 


STATE OF THE UNION 
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Have We No Sense of Decency? 
The American history of SIGMATA diverges from 

ours in 1954. Wisconsin senator Joseph McCarthy goes 
uncensored for his outrageous witch hunt against alleged 
Soviet sympathizers and supposedly blackmail-prone 
homosexuals that had infiltrated the State Department 

and other branches of government. Emboldened by the 
success of his witch hunt, he ran for president on a platform 
of paranoid anti-Communism. In 1960, after winning the 
primary battle against Richard Nixon and defeating John F. 
Kennedy in the general election, he became the President 
of the United States. McCarthy’s one-term presidency was, 
by most accounts, a domestic and international disaster 
that planted the seeds of costly wars against several Soviet 
proxies throughout the late 60’s, 70’s, and 80’s, that left the 
United States, along with several of its allies, depleted of 
generations of fighting men. His domestic legacy, however, 
was normalizing the concept of the “Interior Threat” in 
American politics: the notion that America’s failures of 
industry and military adventure were not due to ineffective 
policy, failed diplomacy, nor a refusal to adapt to evolving 
markets, but rather, due to an international conspiracy of 
Soviets, homosexuals, immigrants, ungrateful minorities, 
and effete globalists committed to destroying the American 
way of life from the inside. 


Despite McCarthy’s abject failure as a leader, the Interior 
Threat became a winning political platform, and became the 
popularly accepted narrative as the United States’ domestic 
and international situation stagnated and devolved. 
Veterans who served tours in bloody and fruitless wars 
returned home to be told that their factory job had been 
taken by a woman, a minority, or worse still, an immigrant 
— often a refugee from the very countries they had just been 
fighting. Chinatowns and Little Mexicos were popping up 
everywhere, interracial couples embraced in broad daylight, 
and no one was speaking English anymore. The country 
they had bled for, they were told, was not the one they 
returned to. While they were out fighting for the free world, 
traitors back home had opened the gates for a soft invasion. 
Whether they believed in it or not, both major political 
parties in United States seized on the seething resentment 
and sense of betrayal this massive voting block felt. 
Politicians won office by virtue of one-upping each other in 
the number of civil liberties they would trample in order to 


address the rot from within. The hardliners won elections, 
often in a landslide. It wasn’t long until McCarthy’s purge 
of Soviet sympathizers was mild compared to the defense of 
“Real America” mounted against the Interior Threat. 


The first order of business was outing the foreign-controlled 
elitists and provocateurs who had infiltrated the media and 
the public education system. Journalists who were critical of 
American foreign and domestic policy were either detained 
as a public menace or terrorized into silence by vigilantes. 
School curriculum was stripped of multicultural brainwash 
and anti-American revisionist history to be replaced with 
lessons on American exceptionalism and civic duty. Once 
the Leftists’ destabilizing ideas were neutralized and the 
new nationalist message had time to percolate, the United 
States was unified and ready to enact more drastic measures 
to purify the country. The machinery of mass incarceration 
and deportation was the great industrial project of the 

late 1970’s and early 1980's. Foreigners crossing American 
borders or arriving at American ports were greeted by 
enormous internment camps full of immigrants who had 
dared to outstay their welcome. Railroads and trucks that 
no longer supported dying industries were refitted for mass 
human transport. 


The most vital component of this project was the 
establishment of the Freedom Fist; a complete merging 

of the United States military and state law enforcement 
agencies to accommodate the belief that America should 
no longer distinguish between threats internal and 
international. The legal basis for the Freedom Fist required 
the nullification of the Posse Comitatus Act, which 
prohibited the military to be used against US citizens, and 
a complete revision of Title 10 of the United States Code, 
which previously outlined the powers and limitations of the 
various branches of the military. 


The move was shocking. The veterans who supported, or at 
least abided, every action leading up to the establishment 
of the Freedom Fist were also the most fierce and unhinged 
opponents of the attacks on Posse Comitatus and Title 

10. They saw it as an emulation of the very regimes that 
they lost so many years of their life, and so many of their 
friends, fighting against. These men, many of them old, 

or old beyond their years, decried what they saw as a 
violation of the Constitution and even advocated armed 
insurgency in the face of tyranny. They were far too late. 
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Their children, many who had become young adults, were 
indoctrinated by the nationalist message. The public voices 
who would amplify their message were languishing in 
prison. And those millions of immigrants who, in their own 
way, believed in and benefited from the more humanitarian 
components of America’s founding documents, were stuffed 
in tractor trailers racing towards internment camps. The old 
men were, once again, totally alone and living in a country 
they no longer recognized. Those who publicly recanted 
their insurgent leanings were made officers of the Freedom 
Fist. Those who refused were hunted down and died on 
their knees, unceremoniously executed in alleyways and 
stuffed into dumpsters. 


A few of the old men evaded execution and went 

into hiding: in Appalachian ghost towns, abandoned 
manufacturing plants throughout the Rust Belt, indigenous 
lands in the Midwest and Southwest, and shelled-out 

ruins where ghettos once stood in cities along the East and 
West coasts. They huddled among squatters, refugees, 

and the targeted populations who refused to tolerate the 
state’s violence. They broke bread with people whose 
grievances with the Regime eclipsed their own. Wherever 
they went, they heard the same thing: “There has always 
been a revolutionary army on this continent, but for 
centuries, you’ ve been killing, imprisoning, humiliating, 
and deporting us.” The true Resistance had arms. They 
had fighters. Mostly importantly, they had a plan. The old 
men swore allegiance to the movement and they prepared, 
quietly, patiently, for their last and most important tour of 
duty; helping to liberate and unleash the army of patriots 
and proletariats they had spent years defanging, deporting, 
and dehumanizing. 


SREAL AMERICA, 
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The Regime, Real America, 


and Punishment as a Platform 


The executive branch of the United States government 

in 1986 is derogatorily referred to as the Regime. It did 

not introduce fascism to America, but simply inherited a 
cultural movement that was already decades underway. 
The administration has absolutely no ideological nexus. Its 
agenda can be summarized quite simply as consolidating 
all wealth and power to the President and his loyalists. The 
Regime’s direct and indirect promotion of white supremacy, 
religious intolerance, and anti-Soviet paranoia do not 
reflect its ideological principles so much as provide it with 
highly effective avenues of usurping wealth, property, and 
power from the people. This is not a secret agenda, nor 

do the President’s pundits make any attempt to hide this 
agenda from loyalists. In fact, loyalists cheer on the Regime 
even as it digs deep into their pockets, strips them of their 
rights, and sacrifices them in endless wars. All efforts to 
“expose” the Regime as malignant and self-serving, in order 
to undermine it, have proven fruitless. Loyalists already 
know the Regime is corrupt. They don’t care so long as it 
continues to punish the enemies of Real America. 


Real America is the cultural touchstone that loyalists 
venerate. It is the image of the white Christian nuclear 
family, which, to loyalists, is the atomic and subatomic 
building block of the country, and an anchor keeping 
America from getting swept into the maelstrom of globalism 
and chaos. Yet, since its inception, Real America has not 
been an embodiment of an ideal so much as a control 
mechanism; a means of manipulating the people to do 

the bidding of whoever is cynical or desperate enough to 
weaponize it for political gain. 


At the behest of those who thirst for power, profoundly 
cynical politicians, pundits, and preachers rally loyalists 
to defend Real America from imaginary threats like 
foreigners, homosexuals, and Soviets in sheep’s clothing. 
The foreigners, they say, have come to rob Real America 

of its prosperity, deflower its daughters, and turn its 
grandchildren brown. The homosexuals, they say, threaten 
to convert Real America’s sons into degenerates too busy 
engaging in wanton sexual predation in the streets to 
support their families or defend the country. The liberals, 
they say, those twisted hybrids of coastal elitism and Soviet- 


style socialism, will plunder Real America’s coffers, strip all 
work of meaning, and funnel all wealth to social parasites. 
All of these groups, they say, detract from the necessary 
battle the United States must do against the enemies of 
freedom throughout the globe, and their assaults on Real 
America may as well be kinetic assaults on the brave men 
and women who serve the country. 


It’s a cocktail of cowardice almost comically detached 
from reality. However, the tried and true Real American 
loyalist cannot be swayed through reason because 

his ideology provides cognitive pathways to elude all 
confrontation. When his beliefs are inconsistent with the 
Constitution, he pivots from the flag to the cross. When 
his beliefs are inconsistent with his faith, he pivots from 
the cross to the flag. When neither the flag nor the cross 
can justify his actions, he pivots to cruel realism, social 
Darwinism, and free market economics. When those forces 
don’t appear to favor him, he lashes out as the victim of 
religious persecution, reverse racism, or global conspiracy. 
The Real American is almost always a victim of the very 
political punishments he advocates for others, but he is so 
committed to lashing out at his perceived enemies that he 
would dutifully blow his own brains out in the off chance 
the resulting ricochet might harm the groups he’s been 
instructed to punish. 


Real America presents itself as a defiant last stand against 
the chaos of a modern world, but in reality, it is a vision of 
America as a shrill, cowardly, and reactionary shadow of 
itself. Real America is the fiction that self-reflection, cultural 
evolution, and inclusion are weakness, instead of evidence 
of America’s strength. Real America is a control mechanism, 
a mental shackle put on good people and patriots to make 
them obedient slaves to the state. Real America is a social 
strategy of divide and conquer, turning urban and rural 
communities against each other, benefiting only those 

who define the divisions. Real America is the lie that this 
people’s struggle is somehow different from people’s 
struggles happening all over the globe. Real America is the 
nexus of American fascism. 
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Democracy in Distress 


On paper, the United States of America technically remains 
a democracy. There are still elections in those places where 
the Regime holds power and loyalist sentiment is strong, 
but elections anywhere else are frequently suspended in 

the interest in public safety. There is still a Constitution and 
a Bill of Rights guaranteeing the protection of citizens and 
non-citizens from the state, but the congressional majority 
has no appetite for leveraging their constitutional powers 

to hold the executive branch accountable for violations, 

and loyalist voters are not compelled to punish them for 
this. There is still an occasionally vocal opposition party in 
congress, though they hold less than a third of congressional 
seats and their presence does little more than grant the 
Regime the veneer of representative government. Free 
speech is still protected, though its enforcement is lopsided. 
Speech calling for genocide in order to establish a white 
ethno-state is vigorously protected by the authorities, 

while speech calling for armed defense against racial 
extermination is considered seditious. Citizen assembly is 
still legal, but the Freedom Fist is chartered to contain and 
suppress demonstrations that turn violent or seditious — 
and their tactics ensure that demonstrations always turn 
violent and seditious. Laws guaranteeing suffrage and equal 
rights for women and people of color still exist, primarily 
because there are so many methods to criminalize both 
groups in order to deny them these rights. Sodomy laws not 
only remain on the books but are enforced with perverse 
zeal. 


The awful reality of this state of affairs is that it is exactly 
what a slim majority of eligible voters wants. The United 
States of America in 1986 is not the product of some 
diabolical plot by the powers that be, nor is it the result of a 
bait-and-switch that people regret falling for. The political 
forces finally manifesting as the Regime have been explicit 
about their platform of punishment since day one. This is 
what utopia looks like, what Real America looks like, to 
most loyalists, and the Regime is giving them the country 
they have been demanding for decades. There will be no 
“Aha” moment where they reject the Regime and embrace 
cooperation, coexistence, or alternatives to capitalism and 
corporatism. They cannot be persuaded, and it remains to 
be seen if they can be outnumbered. 


Papers, Please 


The most ubiquitous expression of the Regime’s power 
are the soldiers of the Freedom Fist, or “masks,” as they 
are frequently called by civilians. The Freedom Fist could 
be called a militarized police force, but a more accurate 
description would be a homeland-oriented military 
occupation. Its soldiers occupy American cities, manning 
security checkpoints in busy thoroughfares, patrolling the 
streets in armored personnel carriers (APCs), crushing 
citizen assembly with brutal tactics, and demanding 
papers from virtually every immigrant, person of color, 
unaccompanied woman, and “suspicious individual” they 
cross paths with. 


The individual Freedom Fist regular wears stylized body 
armor and carries an assault rifle or submachine gun 

in addition to his service pistol, baton, and riot shield. 

His most important and iconic piece of equipment is his 
skull-shaped tactical mask. The tactical mask theoretically 
deflects small arms fire, but its true purpose is to grant 
the Fist regular the anonymity necessary to execute the 
Regime’s will without repercussion, as well intimidate the 
state’s eternal enemy: the people. While the Freedom Fist 
is the Regime’s most obvious instrument of oppression, 
and frequently the target of most anti-Regime derision, the 
Fist’s violence pales compared to that perpetuated by the 
Regime’s bureaucratic machinery. 


The Regime mandates continual sweeps for immigrants, 
undocumented peoples, and nationalized citizens who are 
“unwilling to assimilate,” all of whom are subsequently 
detained and shipped to internment camps where they are 
deported or put to work. Those who are accepted by their 
home countries are loaded onto cargo ships and shipped 
out. Those who are rejected by their home countries, or 
who don’t have one, are assigned to manufacturing tasks 
related to the American war machine in order to earn their 
keep. While the conditions of the internment camps are 
deplorable, staying there is sometimes a better alternative 
than deportation. Many of those accepted by their home 
countries are refugees being handed over to the very 
despots they fled in the first place. Their deportation is 
usually a death sentence. Those who can neither work nor 
be deported disappear without explanation. 
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McCarthy’s cognitive link between homosexuality and 
vulnerability to Soviet blackmail remains as powerful 

and profound as America’s cognitive link between 
organized labor and Stalin era communism. The Regime 
urges loyalists to report anyone who manifests behaviors 
indicative of “sexual deviance,” which is not explicitly 
defined by the Regime, but generally understood to be any 
sexual behavior not conducive to marriage, procreation, or 
promoting norms of male power and female submission. 
Homosexuals, bisexuals, polysexuals, and transgender 
people are obvious marks, but so are women who are single 
for an overly-long period of time or overheard casting 
aspersions on domesticity or child bearing. When these 
suspects are interrogated by authorities, the onus is on the 
suspects to prove their loyalty to America, as opposed to the 
state having to prove their treachery. The Regime has never 
executed someone over sexual deviance, but they certainly 
execute traitors. 


Leftists, artists, philosophers, cultural critics, globalists, 
and journalists who refuse to shill for the Regime are 

also targeted, often funneled into the programs already 
established for dealing with foreigners and sexual deviants. 
Loyalists cheer on the Regime’s management of the 
country’s “problem people” because the Regime’s casting 
of critics and cultural outsiders as invaders, traitors, and 
threats to Real America is so effective. Loyalists rarely 
comprehend the scope or brutality of the Regime’s program 
because it is kept relatively secret through gag-orders 
levied against journalists, state-sponsored news cycles 
emphasizing the crimes of foreigners, and operational 
tradecraft hiding much of the incarceration and deportation 
program’s infrastructure. 


Human Cattle 


While much of the American economy is in tatters, truck 
driving has become an extremely lucrative business, 

albeit a dangerous one. The Regime’s call for a purge of 
immigrants and unwanted peoples required the ability to 
transport millions of people from overflowing prisons and 
jails to massive internment camps on both coasts as well 
as the southern border. The Freedom Fist did not have the 
logistical capacity to support this supply chain, nor could 
they afford to stretch their domestic forces thin by using 
military vehicles for prisoner transport. 


To facilitate the machinery of mass deportation, the Regime 
had to turn to the private sector. Major shipping companies 
and thousands of independent truck drivers answered the 
call. Prisoners being shipped from a holding facility to an 
internment camp are loaded into innocuous looking trailers 
and cargo containers that have been retrofitted to haul 
human passengers. Containers are then sealed and hitched 
to a truck driven by a team of two drivers. A two driver 
team ensures that the truck can stay on the road without 
pause during longer trips (one drives while the other rests, 
then they switch). More vitally, however, a two driver 

team ensures that unlawful liberation of the cargo requires 
collusion between both drivers. Drivers have a sidearm 
and are chartered to ensure the successful delivery of their 
cargo, with lethal force if necessary. Needless to say, it can 
make the drive quite tense for both drivers. 


To avoid interdiction, the drivers are never told their final 
destination. Instead, they are instructed to proceed to the 
location of specific weighing station, on a specific highway, 
in a specific state. When the drivers arrive, a garrison of 
Freedom Fist regulars inspect the container’s seal and 
briefly interview each driver separately to address any 
concerns one might have about the other. If there are no 
issues, Regime bureaucrats provide the drivers their next 
destination, which is likely another weighing station. The 
drivers will hop from station to station until reaching one of 
the three major processing centers: Justice East in New York, 
Justice West in California, or Justice South in Texas. 


Processing centers are massive military internment camps 
built on or near major regional transportation hubs, each 
capable providing temporary habitation to nearly half a 
million undesirables awaiting processing. These open- 

air prisons are composed of sprawling tent villages on 
abandoned airfields or shanty towns of stacked shipping 
containers, each encircled by barbed-wire, sniper towers, 
mine-fields, and lattices of crisscrossing search lights. When 
a detainee is not manufacturing vehicles or supplies for the 
Regime, they are burning under the blistering sun, inhaling 
exhaust, sloshing through manufacturing waste, enduring 
the piercing sounds of air horns and loud speakers, getting 
manhandled by the Fist garrison, or being strung along by 
bureaucrats who offer preferential treatment in exchange for 
favors. 
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The Tipping Point 


America is at a critical juncture. The construction of border 
walls and internment camps, the purges of undocumented 
and documented immigrants alike, the kangaroo courts 
trying homosexuals and globalists as Soviet agents; all of it 
is the build-up for fascism’s only possible conclusion: the 
systematic eradication of unwanted peoples. The Regime 
vehemently denies this conclusion and its spokespersons 
guffaw at comparisons to Nazi Germany, while in the 
same breath deriding immigrants (specifically non-white 
immigrants) as cultural invaders, vermin, and sub- 
humans who breed like rats. The bureaucrats and enforcers 
facilitating the machinery of mass incarceration and 
deportation also deny the comparison, seeing themselves 
as stewards of justice upholding the law or simply 
following orders. Yet, as the operational costs of managing 
undesirables increases, the coffers of government begin to 
dwindle, and more and more countries deny the influx of 
American refugees, more “expedient” measures are being 
deliberated in secret memos and hushed conversations. 


The American people are not morally immune to the 
impulses of genocide. There is nothing special about them 
that renders this an impossible scenario. On the contrary, 
genocide and racial extermination are part of the American 
story that began the moment European settlers stepped 
foot on the continent. However, the American populace 

of 1986 does insist that it not have to see the effects of 

a genocidal project. Society is already structured ina 
manner that effectively pushes the unsightly byproducts 
of capitalism (e.g. poverty, pollution, crime, health crises, 
etc.) out of sight, into the neighborhoods of the people 
with the least economic and political capacity to fight back. 
These reservoirs for the country’s collective sins permit 

the populace to blame the communities living there for 
everything wrong with the country. 


Americans, even the descendants of settlers, are no more 
callous or cruel than any other people. It’s just that, over 
the last few centuries, the apparatuses of state that enforce 
unfair laws, jail entire generations, and punish people for 
being poor, are seen as just, benevolent, and necessary, 
while apparatuses of state that insist on equality, dignity, 
and providing for the most needy, are seen as corrupt, 
malevolent, and wasteful. There’s a halo around the head 
of every police officer and CEO, and horns protruding from 
the skull of every jailed suspect and person who never had 
a fair shake. 


A general sentiment among people is that the more severe 
the crime, the more severe the punishment. In the eyes 

of the loyalist, the “Real American,” however, this logic 
has been reversed in a twisted fashion. To them, the more 
cruelly that the state’s enforcers are to people, the more 
these victims of state violence deserved to be punished. 

An unarmed child was shot by the police, so he must have 
been a criminal. Refugees died at sea because we wouldn’t 
let them port, so they must have been murderers, rapists, 
and terrorists. Families were torn apart at our borders 

and placed in cages, so they must be animals. When state 
violence occurs, the loyalist swoops in to defend it by 
dehumanizing the state’s victims. And when cruelty is just, 
and compassion is unjust, then genocide, in the mind of the 
loyalist, must be the state of moral perfection. 
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Grievances 


Before the Resistance proper came to be, efforts to counter 
the Regime’s excesses were already being executed 

by disparate groups. The marginalized communities 
comprising the “Interior Threat” had already established 
mutual aid agreements, community defense militias, and 
underground railroads to exfiltrate the persecuted to 
safehouses. Their struggle did not begin with the Regime’s 
rise; for many, it was already centuries old. They had long 
recognized and endured the state’s tyranny, a reality many 
future allies were incapable of acknowledging until military 
occupation and mainstream white nationalism made it clear. 


A handful of the country’s libertarian militias drilled around 
the clock, recognizing the nationalist government they 
hoped for was even more frightening than the imaginary 
communist one they had been preparing to resist. Some 
Christian congregations, even those who supported the 
Regime politically, were barricading their doors to protect 
members of their flock from being snatched by the state. 
Marxists came out of hiding and began to proselytize 

on street corners and organize demonstrations against 
the Regime and general strikes against its corporate 
collaborators. Even some captains of industry recoiled 

at Regime policies and rhetoric, refusing or reneging on 
government contracts in response. 


Yet, these efforts were but an annoyance to the Regime, 
which had mastered casting dissent as extremism and 
resistance as Soviet aggression. The Regime’s propagandists 
and psychological operators exploited the existing rifts 
between the Marxists and the business elite, between the 
militias and the foreigners, between the church and the 
“sexually deviant,” between the urban and rural, and 
between the North and the South. Their strategy of divide 
and conquer worked brilliantly. While the most clear and 
present danger to American liberty was executing a program 
of ethnic cleansing, wealth consolidation, and environmental 
plunder, the aggrieved factions throughout America were 
spending all of their energy denigrating and sniping at 

each other, elevating their shrillest and most ideological to 
positions of power. However well-intentioned, these agents 
of chaos were the Regime’s best asset. 


However, the Regime had not planned on its own assets 
turning on it in much the same way. 


Sightings 


Something troubling was happening in the remotest regions 
of the country. “Natural disasters,” “gas leaks,” and “freak 
accidents” were occurring at unidentified government 
facilities with remarkable frequency. Nighttime news 
featured film of black helicopters circling columns of black 
smoke rising behind tree lines, with sweating Regime 
spokespersons assuring the public that a collaboration 
between federal and local emergency responders had 
contained the unfortunate incident. News editors received 
visitors strongly encouraging them to keep their coverage 
of events scripted and short. While the incidents may have 
been contained, the real story could not be. There were too 
many witnesses. Too many firefighters had trudged through 
the ruins of sophisticated machinery and assessed structural 
damage that defied physics. Too many medical responders 
heard the ranting and raving of pale, shell-shocked soldiers 
in triage tents and medical wards. Like MK ULTRA before 
it, the Sigmata Project was about to erupt into the public 
consciousness. There was only one course of action left for 
the Regime; control the narrative. 


“SOVIET SUPERSOLDIERS” was screamed across the front 
page of every major newspaper. The Regime announced 
that the Soviet space program, through extraordinarily 
unethical human experimentation, had developed a 

new type of soldier and saboteur and unleashed it on 

the American public. These biomechanical experiments 
were receiving orders through Soviet listening stations 
throughout the country and were plotting mass casualty 
events on population centers. To protect the homeland, 

all commercial radio stations and towers would be 
immediately nationalized, and all amateur radio equipment 
would be declared illicit contraband until registered with 
the government. Numerous autopsy photos were revealed 
to the public, showing the metallic, segmented flesh and 
mechanical viscera of this dangerous weapons platform. 
These monstrosities had been neutralized, the Regime said, 
but the Soviets were committed to sneaking more into the 
homeland by having them masquerade as immigrants, 
refugees, and international businessmen. The Regime urged 
the American people to put its differences aside and come 
together to defeat this terrifying new threat. 


The Kremlin was alternately perplexed and flattered by 
the extraordinary accusation, declaring that the American 
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administration, beleaguered by years of civil unrest and 
corrupt governance, had finally lost its collective mind. 
Secretly, however, the Kremlin was deeply concerned. They 
wondered if this alleged “Soviet superweapon” was actually 
of American design, and responsible for the deteriorating 
situation in Berlin and the series of coups, assassinations, 
and democratic uprisings that had been occurring in other 
Soviet proxies. 


The Spark 


Movements begin as moments: a tragedy, a travesty, a 
triumph, an event that exposes the very axioms of political 
reality for all to see. They are rarely manufactured, and even 
when they are, they do not play out like their architects 
anticipated. They also adopt a sort of mythology, becoming 
a powerful story more important than the actual events that 
inspired it. Enter: The Military Parade of 1985. 


The Freedom Fist was performing a military parade, 

a grand gesture of jingoism orchestrated to remind 
geopolitical rivals that America remained invincible 
despite the reports of chaos ensuing in the homeland. It 
was also orchestrated to remind the American population 
that thoughts of insurgency, succession, or uprising were 
absolutely futile. Battalions of Freedom Fist regulars in in 
full riot gear marched down the street in lockstep, flanked 
by a shining new fleet of tanks and armored personnel 
carriers, with gunships flying slowly overhead. Legions of 
flag-waving loyalists lined the streets and cheered on the 
parade, with the exception of a single person who broke the 
line and ran down the street on a collision course with the 
head of the procession. On these facts, both mythology and 
fact agree. What happened next is where they differ. 


According to mythology, that person was the First Receiver, 
a metallic juggernaut who, hoisting a massive American flag 
over his shoulder like a harpoon, smashed through column 
after column of soldier, heaving broken bodies in the air 

as if they were bowling pins struck by a wrecking ball. 
Their batons exploded into dust against his frame and their 
bullets ricocheted off his flesh and struck other soldiers. 

He lifted a tank over his head and threw it into another, 
both of them exploding on impact. He stalked invisibly 

in the resulting chaos of fire, smoke, and the deafening 
shrieks of a fleeing crowd, brutally dismantling soldier after 
soldier in hand-to-hand combat until the Regime was able 
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to kill the Signal and then kill him. This telling of the story 
is corroborated by hundreds of eye-witnesses and shaky 
news film showing the burnt-out husks of tanks and a sea 
of broken, bleeding Freedom Fist soldiers filling the streets. 
The Regime publicly supports this telling of story, an act of 
terrorism against American soldiers, to vilify Receivers and 
the Resistance they fight for. They also promote this story 
because the truth is far more dangerous to them. 


The person who broke the line and charged the procession 
was not a Receiver. It was a skinny, brown-skinned teenager 
waving a tiny plastic American flag and hurling insults 

in a foreign tongue. A Freedom Fist officer leading the 
procession readied his baton, waited for the teenager to 
come to him, and then cracked the boy’s head open with 

an overhand swing. The child crumpled to the ground, 
dead, his rigid limbs stuck in place, pointing in the air. 

The loyalist crowd cheer with bloodlust, but the parade 
came to a screeching halt. The officer turned around to the 
procession, only to see a gun pointed at him. One of the 
Freedom Fist regulars had taken off his mask, pulled out his 
sidearm, and aimed it at the officer. Another soldier took off 
his mask, and then another. The gestalt of blue and black 
riot armor was being pierced by mostly white, shaven heads 
suddenly shown daylight. The officer panicked and reached 
for his sidearm, only to be shot between the eyes and topple 
over like a tipped mannequin. In an instant, every soldier 

in the procession was reaching for their weapon, tackling 
each other, striking each other with batons, and letting off 
wild shots into the air. The crowd dispersed in a panic, 
fleeing a bloody chaotic melee ensuing behind a curtain of 
smoke and tear gas. It took hours for the Freedom Fist to 
reestablish order, but by then, the madness, carnage, and 
confusion of that scene dominated the airwaves. 


The story of the First Receiver echoed throughout the 
country. He had shaken the will of the Regime and showed 
that they can and will be defeated. The desperate, disparate 
forces of a yet-to-be-formed Resistance took heart. But the 
real heroes of 1985 were an American-born teenage son of 
an immigrant who stormed a battalion and a soldier who 
fragged his officer. 


First Blood 


Whether the Freedom Fist was staggered by mutiny or a 
cybernetic Soviet marauder, it mattered not. The Regime 
looked weak on the day it was supposed to look invincible. 


Emboldened by the events of the parade, Resistance 
partisans set into motion a plan they had been plotting 

for three years. Just as the frantic news cycle generated by 
the parade was finally dying down, three simultaneously 
executed, expertly choreographed, and completely brazen 
attacks were mounted on all three of the country’s major 
processing centers. Mortars toppled walls, trucks smashed 
through gates, snipers plucked off the tower guards, and 
hundreds of thousands of detainees fled for their lives. 


The militants who freed them handed out as many firearms 
and bottles of water as they could, urging the refugees- 
turned-fugitives to flee not to the wilderness, nor the border, 
nor the sea, but to the city; the only place the Fist couldn’t 
bomb into the Stone Age. As the fugitives fled, the militants 
covered their flight by blowing bridges, collapsing tunnels, 
and engaging in stand-up firefights with Fist battalions 
swarming on their location, most of them dying in the 
process. Before martial law could be declared in the cities 
surrounding the vacated internment camps, thousands of 
fugitives were being taken in by Marxists radicals called 
“The Party” and religious extremists called “The Faith.” 
They were hidden in safehouses, squats, and abandoned 
mills speckled throughout the cities’ most dilapidated 
neighborhoods. Many of them were not as fortunate, 
however. They were captured or killed by the authorities 
during their flight through the wilderness, or stumbled into 
Regime dragnets masquerading as sympathizers or border- 
crossing coyotes offering succor. 


The veneer of order was quickly re-established. A nearly 
round-the-clock news cycle featured breathless anchors 
screaming over the sound of military gunships leveling 
militia compounds across the countryside, rattling off 
government-supplied body count statistics, not knowing 
those compounds had been long-ago abandoned. Steady 
cameras watched columns of handcuffed fugitives being 
corralled into the backs of military trucks after successful 
Freedom Fist raids, though these captives were merely 
brown and black skinned detainees who never left the 
internment camps, used as extras in Regime propaganda. 
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That is not to say that all Regime actions were invented. 
The Fist truly was kicking down doors, sweeping 
neighborhoods, and occasionally engaging in massive 
firefights against fugitives and their allies who had 

their backs against a wall, but the resulting carnage was 
neither reassuring to the American public nor suitable for 
broadcast television. In fact, some of the most violent and 
vile atrocities committed by the Regime happened during 
these early days of the Resistance, when the fog of war was 
thick and neither side truly understood the magnitude of 
their actions nor what was taking place across the country. 
Journalists near these actual flashpoints were told that their 
safety was not guaranteed, and the ones who insisted on 
seeing the action anyway discovered the hard way that this 
was a promise, not a warning. 


In a few short weeks, two of the three major cities infested 
with militants had been pacified. The beleaguered 
Resistance was running out of time. Its architects did not 
anticipate the speed and ruthlessness of the Regime’s 
response, nor its willingness to put non-combatants in 
harm’s way in order to achieve objectives. They had hoped 
and prayed that another metallic juggernaut would come 
to rescue them, but he was nowhere to be found. That’s 
because he, or she, and a few others like her were fugitives 
themselves, masquerading as working proles, as vagrants, 
as loyalist taxpayers... whatever it took to hide the nature 
of their transformation and escape the suits, lab coats, and 
jackboots hunting them. And they would have stayed in 
hiding, too, using the chaos of the Resistance as a cover, 

if it weren't for a deranged man who held a radio DJ at 
gunpoint, commandeered the studio, and broadcasted what 
sounded like synthesized static from his computer. 


The Signal and the Storm 


The hostage situation didn’t last long, maybe thirty minutes. 
He, and his captive, would be gunned down by Regime 
agents. But during those thirty minutes, the very first major 
broadcast of the Signal on public radio waves, the battle for 
America turned upside down. Not one, but five metallic 
juggernauts emerged from the throngs of huddled masses 
cowering from the chaos and violence that had consumed 
the city. The fantasy of the Hero of 1985 became reality. 
Laser beams knocked gunships out of the sky, tanks were 
hurled into the air, and sonic, ground-splitting roars ate 
away at the armor and flesh of Fist regulars. The Regime 
sounded klaxons and initiated their first panicked, full 

scale retreat from an area of operation since the conflict 
began. Yet, these nigh-unkillable, seemingly inhuman actors 
would abruptly become very human again, the moment 

the Regime agents in the radio studio severed the cord 
connecting the hostage-taker’s computer from the mixing 
board, killing the Signal. 


Seeing them stagger, the Fist took heart and fought back. 
Some of the heroes were instantly torn to pieces by small 
arms fire, others were pummeled into bleeding pulps by 
shield-and-baton-wielding Fist regulars. A few of them 
fled back into the ruined sectors of the city, leaving trails 
of blood from grievous injury. In the days to come, the 
Resistance holdouts in the city would be utterly smashed. 
However, the fate of the larger Resistance was no longer 
predicated on whether this final bastion would eventually 
stand or fall against the might of the Freedom Fist. That 

is because that deranged man, laying bullet-ridden and 
lifeless on the floor of a radio station, lived on in a pirate 
BBS setup that was running in his basement at home. The 
rapidly decaying cryptographic seeds needed to restart the 
Signal, and his manifesto detailing how to create them, were 
being downloaded by dozens of BBS users. By the time the 
Regime was able to instruct the telephone company to kill 
the man’s residential phoneline, the single most important 
aspect of the highly classified Sigmata Project had already 
become open source, and the Regime’s fight was about to 
expand to every major city in America. 


From that day on, the contours of the American Insurgency 
changed. The battle has become about controlling the 
Signal; whether to ignite it, or to smother it. 
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You were alone in a prison bunk in a maximum security 
prison. In a makeshift tent warmed by a tire fire. Ona 

lab table in a government research facility. In a basement 
surrounded by stacks of floppies and BBS magazines. In 

a padded cell inside of a psychiatric ward. In a rusted 
railcar on an abandoned track. On the balcony of a luxury 
apartment in a downtown skyscraper. In a dumpster behind 
a Chinese restaurant. 


The sound first pierced your ears, but then your brain, your 
heart, your spine, and your being. It was seizure, rapture, 
violence, and ecstasy. Your wild thrashing caved in filing 
cabinets, blew out windows, and ground bricks into gravel. 
Outlets, appliances, and telephones were smoldering ruins 
after your body rode current over copper like a light speed 
rollercoaster. Detritus, debris, and perfect spheres of smoke 
hung in the air like a still frame, space and time no longer 
adhering to the rules they generally agreed upon. Your 
body had evolved; synthetic but still breathing, metallic but 
bleeding, brimming with power but stricken by pain. 


Suddenly, you were not alone. A loved one shrieked in 
horror and ran for the nearest phone. A chorus of loyalists 
poking their heads out of apartment windows showered 
you with threats and obscenities. Helicopters scoured the 
streets with spot lights. Screeching tires barely heard over 
sirens, then tracers, exploding neon signs, and a heavy rain 
of glass. Snarling war dogs hammered against doors shut 
just in time. You ran when you couldn't hide and fought 
when you couldn’t run. You did things you didn’t think you 
were capable of. Between moments of abject carnage and 
dead silence, your guiding light was the Signal. You could 
feel it weaken when you went one way, strengthen when 
you went another. It was your only ally, the only semblance 
of order in a world that had completely fallen apart. 


So you went to it. 


There, you found others like you; others with the Sigmata; 
others they call “Receivers.” They took you in and soon, 
you were fleeing with them. The Signal died abruptly as 
the van peeled away from the transmitter and you sobbed 
like someone had shot your dog. One of them laughed at 
you and another held you to console you. Another held 

out a floppy disk and said “Don’t worry, it’s coming back 
tomorrow.” Then the one holding you asked, in a soft voice, 
if you knew how to use a shotgun. 


It is called the Sigmata, a Signal-induced stigmata, because 
it is a both a blessing and a curse. At least when you are 
marked by the state, you can’t sit on the sidelines anymore. 


The individual, when first stricken by the Sigmata, 

is a monster: an outcast, alone, in mortal danger. Her 
transformation is as violent as demonic possession, and 
without mastery of her new form, her gifts manifest as 
destructive and uncontrollable outbursts. To those who 
don’t quake in fear at her biomechanical visage, she is still a 
Soviet terrorist who is better off having her body separated 
from her head. If she could live alone, in squalor, on the 
periphery of society, she would. Her new shell needs no 
food, or water, or oxygen, or the warmth of shelter. But 
they won't leave her alone. She is stalked by men in trench 
coats and jackboots. They bring cattle prods and revolvers 
to subdue her, handcuffs and radio-repelling faraday 
straightjackets to contain her. The Sigmata Project created 
her new body, and to get it back, they need to destroy the 
mind that animates it through electroshock therapy. 


When, why, and how the Signal chooses the next Receiver 
remains a mystery. Their numbers remain unknown, but 

it is suspected that there might be less than a dozen in 
North America. The only constant is that they have all been 
“born” when the Signal was broadcast over FM radio ina 
region where it has never been broadcast before, or in an 
area where the Signal was reignited after a long period of 
remission. When an individual begins experiencing the 
Sigmata, this event is felt by all other Receivers who are in 
range of the same carrier waves delivering the Signal to the 
new Receiver. They know she will be instinctually drawn to 
the source of the Signal, like a moth to flame, so they will go 
to that place and await her arrival for as long as they can. 
Unfortunately for those stricken by the Sigmata, the Regime 
possesses the same knowledge. 


Those who are taken in by other Receivers will come to 
master their new form and learn to mask their true nature 
from onlookers, making interaction with normal society 
possible again. However, those who hunt her are still on the 
prowl, with heightened resolve. For she is no longer just an 
escaped experiment. Now she is a cybernetic revolutionary 
and an enemy of the state. 
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Manifestations of the Sigmata 


Those who endure the Sigmata are called Receivers, for 
their bodies are tuned to receive the Signal: an enigmatic 
number sequence that grants them immense power when it 
is broadcast over FM radio. The Sigmata changes the body’s 
physiology in dramatic ways. The skin hardens and takes 
on the sheen of flesh-colored porcelain, flawless save for 
clusters of small octagonal depressions and fractal spirals 
replacing moles, birthmarks, and other natural irregularities 
of the skin. Prominent veins reroute to appear like the 
conductive tracks of a circuit board, and seams form that 
segment limbs, digits, and major muscle groups, as if the 
skin is merely coating the exoskeleton of an expertly crafted 
machine. 


Given that they are a fusion of flesh and machine, it would 
be trivial to identify and hunt down Receivers if they did 
not have the Gift of the Stranger, something they learn 
through interacting with other Receivers. A Receiver can 
encrypt her physiology so she appears as innocuous and 
unmemorable as the sea of faces you forget as you walk 
down the street or ride the subway. She doesn’t choose what 
this facade looks like. Rather, it is informed by the ingrained 
biases of whoever looks upon her. Just another working 

stiff, just another yuppie, just another tourist, just another sad 
sack. A Receiver can also encrypt her voice to sound like 
unintelligible murmuring, an unknown foreign language, or 
technical jargon; the sounds we naturally ignore in crowded 
places like restaurants, theatres, and sports venues. A 
Receiver does not choose what her mumbling sounds like. 
Those hearing it interpret it based on context. Just another 
drunk slurring her speech, just another day trader talking in 
financial code, just another whispering gossip. When a Receiver 
encrypts her appearance or voice, the only people who can 
see or hear her true nature are those who know her handle, 
an important phrase of power she shares with the greatest 
discretion. These effects also work in photographs, video, 
and audio recordings of a Receiver. A Receiver can drop 

this encryption at will, but these gifts are the only way that 
Receivers can interact with normal society. 


To understand what the Signal is, it is useful to think 
about modems. The modem, which gets its name from 
combining the words modulate and demodulate, is a device 


that modulates digital data into sound so that it can be 
transferred over analog channels, such as a telephone line, 
and then demodulates that sound back into digital data on 
the receiving end. Suppose Alice, who is on a computer in 
Albany, wants to type “Hello” to Bob, who is on a computer 
in Baton Rouge. Her computer’s modem modulates the 
letters that comprise the word “Hello” into sound and sends 
it over the telephone line. Bob’s modem then demodulates 
that sound, converting it into digital data for his computer, 
which displays the text “Hello” on his screen. 


The Signal is a very similar. It is essentially a unique 
number sequence that is modulated and then synthesized 
(as in, made audible by an electronic synthesizer) and 

then broadcast over radio. The sequence that comprises 
the Signal is an infinite string of numbers that began at a 
specific point in time and continues to grow every second. 
It is not a random sequence but is instead a determined 
sequence that corresponds to the universe in ways that 
mathematicians have not been able to fully ascertain. To 
most people tuning into an FM radio station broadcasting 
the Signal, it sounds like white noise or radio static. Those 
afflicted with the Sigmata who are close enough to receive 
the Signal naturally demodulate the sound back into data 
that courses through their circuit-like veins, granting them 
extraordinary powers. The emphasis here should be on the 
word receive, for Receivers don’t actually need to hear the 
Signal... their bodies are naturally tuned into it. There is one 
hitch, however. The Signal must be received live, not pre- 
recorded. 


Repeating the Signal 

Keeping the Signal alive is like keeping a campfire lit in the 
middle of a blizzard. A radio station broadcasting the Signal 
will be detected by the Regime almost immediately. Unless 
the station is deep within Resistance territory or protected 
by armed partisans, it will be swarmed by Regime forces 
and silenced. Even then, the station lives on borrowed time. 
If a station broadcasting the Signal cannot be overwhelmed 
by ground forces, it will be bombed from the air. There 

is almost no limit to the collateral damage the Regime 

will tolerate to achieve this end. If the smothering of this 
fire is all but guaranteed, then the only way to keep the 

fire burning is to start new fires elsewhere. This what the 
Resistance refers to as “repeating the Signal.” 
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There are two ways to repeat the Signal. The most direct 
method is to literally repeat it using radio repeaters; devices 
that receive radio transmissions and then rebroadcast 

them in real time. Repeaters are used by commercial radio 
stations to push their signal to distant markets. A pop 
station located in the city can be heard in the surrounding 
suburbs and rural areas because its signal is being spread 
by repeaters fixed to the top of towers, barns, silos, and 
billboards. The Resistance uses the same technology to push 
the Signal from Resistance territory to deep within Regime 
controlled territory. However, if the source of the Signal is 
silenced, then no amount of repeaters will help. 


Reigniting the Signal after it has been smothered requires 
the Signal Seed: a computer program that, if executed 
within a certain timeframe after its creation, continues 

the Signal’s sequence. A Signal Seed can be created by 

a mathematician who has access to digital recording 
equipment, a mainframe computer (like those in the 
basement of large universities, corporate headquarters, 

or military research facilities), and a live Signal broadcast. 
The recording equipment is used to convert live Signal into 
mathematical waves. The mainframe is used to develop a 
predictive model of what those mathematical waves will 
look like in the future (referred to as a deadline instant). That 
model is then injected into a program called a Signal Seed, 
which can be copied to a floppy disk or magnetic tape drive 
or shared via modem. The program can then be launched on 
another computer, reigniting the Signal elsewhere, so long 
as it is executed any time before its deadline instant. If a 
Signal Seed is executed after that moment, it’s mathematical 
waves will no longer coincide with the actual Signal. If 
synthesized, it is just white noise. 


The major limitation of Signal Seeds has to do with storage 
capacity: the further into the future a Signal Seed’s deadline 
instant is, the larger the program is. A floppy disk has 
enough space to contain a Signal Seed with a deadline 
instant of 24 hours in the future. A large magnetic tape reel 
has enough space to contain a Signal Seed with a deadline 
instant of approximately 3 weeks in the future. What this 
means is that the Resistance must constantly create and 
distribute Signal Seeds to ensure the Signal can be reignited 
after it is snuffed out by the Regime. Of course, the Regime 
is always on the lookout for criminals holding this illicit 
contraband, or worse, running a BBS distributing it. 


Sigmata BBS 


Sigmata BBS is a phantom bulletin board system hidden 
somewhere in the forgotten recesses of the American 
telephony network, leveraging enigmatic protocols, hosted 
on unknown technology, and managed by a SysOp no one 
has been able to make contact with. No one, including the 
architects of the Sigmata Project, seems to know where it is 
hosted, how it works, who its SysOp is, or even if it exists 
at all. All technical efforts to trace or tap connections to 

it always fail. The only reason it is even known about is 
because all Receivers have connected to it at least once — 
usually by accident. 


A Receiver’s first connection to Sigmata BBS is nearly 

as jarring as her initial transformation. The moment she 
hears her first dial tone as a Receiver, she goes into a trance 
and begins to involuntarily screech modulated data into 
the phone’s receiver. What she is doing is registering her 
“handle,” which is a unique word or phrase of immense 
power. Even if she has never spent time in BBS before, she 
adopts an elite-sounding hacker handle: “b0It-thr0w3r,” 
“d4rk4rt,” “s4tyr,” “@ombomb,” “cathode_god,” “di0de,” 
“d0m1n0,“ “jOhhnyha$h,” “sykl0ps,” “p1ndr0pp3r,” 
“s1r3n,” “zlpp3r,” or something similar. She can then share 
this name with those she trusts, such as other Receivers or 
comrades in the Resistance, so they can see through her Gift 
of the Stranger. 


Given that members of the Resistance are constantly being 
caught and interrogated, she must be very thoughtful about 
who she shares her handle with. The Regime is constantly 
distributing internal lists of compromised Receiver handles 
so that authorities and loyalists alike are able to detect and 
neutralize Receivers. If she wants or needs to change her 
handle, she can connect to Sigmata BBS and register a new 
handle, which retires her previous handle, any time she has 
access to a phone. She must then find a way to distribute the 
new handle to those she trusts. 
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Cybernetic Revolutionary 


The circumstances of a newly-transformed Receiver 

force her into one of three possible fates. She can shun 
civilization, fleeing from place to place as the Regime’s 
hunters close in on her. She can submit to the Regime, 

be brainwashed into accepting its ideology, and become 
an instrument of its will. Or, she can go along with the 
Receivers who have aligned with the Resistance and do 
battle against a Regime that not only persecutes her and 
her comrades, but also crushes the people. Their fate rests 
in hers, and hers in theirs. In SIGMATA, players control 
Receivers who have joined the Resistance because they 
recognize that their liberation is predicated on the people’s 
liberation, but they very well might encounter those who 
have chosen a different path. 


Receivers enjoy an almost mythologic status in the 
Resistance, not simply because of the Signal-fueled 
reckonings they have delivered onto the Regime, but 
because very few partisans know who among them are 
the Resistance’s cybernetic vanguard. The identities of 
Receivers are a closely guarded secret, known only to 

their closest comrades and a handful of senior leaders in 
the movement. The Regime offers large cash rewards and 
political amnesty to anyone who provides information 
leading to the death or capture of a Receiver. In fact, EYE- 
Ops has been known to release captured or compromised 
Resistance partisans back into the wild, assuring them that 
their life, their freedom, and the safety of their loved ones 
will only be assured once they discover and out a Receiver. 
Fortunately, the Gift of the Stranger permits a Receiver to 
vanish back into anonymity even she expresses her true 
powers in front of partisans, assuming they don’t know her 
current handle. 


There are Receivers who have walked away from the 
struggle entirely. They live in solitude in the most 
inhospitable places of the country, inside sewers, industrial 
ruins, irradiated waste dumps, caves, and at the bottom of 
lakes. Rarely making contact with civilization, they exist as 
myths and legends to frightened locals who have stumbled 
into their refuge or seen them stalking in the distance. 
Without continued socialization with other Receivers and 
society at large, they begin to lose the Gift of the Stranger, 
to the point where they can no longer pass as human. Both 
the Regime and the Resistance seek out these loners to 


acquire a powerful ally, but their self-imposed solitude and 
sometimes grotesque, sometimes pitiful subsistence make 
them extraordinary hard to recruit. In some cases, they have 
become extremely dangerous, living up the frightening 
myths or legends the locals have ascribed to them. 
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Electronic Playground 


Life has never been more high-fidelity. Staggering advances 
in telecommunications and circuit board miniaturization 
transport you into the world of space age convenience and 
warp speed entertainment. Buckle up, because the Starship 
“Consumer Electronics” is about to blast off! 


The entertainment system of the future is built around 

a 36 inch full color television with stereo sound. Remote 
control technology lets you navigate literally dozens of 
cable channels without leaving the couch. A sleek cable box 
is wired to an antenna on top of your building — though 

if you live in a rural area, you might be paying extra for 

a satellite dish. Every night can be movie night with a 
videocassette recorder (VCR) playing Video Home Standard 
(VHS) cassettes on your television. Just don’t forget to 
rewind! With some blank cassettes, you can program the 
VCR to record that game you're going to miss. You can 
even make sure that Molly remembers her first birthday by 
recording it with a portable video camcorder: studio-grade 
filming and audio recording to VHS in one small shoulder- 
mounted, battery operated package. When the living room 
isn’t acting as a personal movie theatre, it doubles as a 
concert hall, with a high-fidelity surround-sound stereo 
system that lets you tune in to AM/FM frequency bands 
and listen to your favorite albums in both vinyl record and 
cassette tape formats. 


There is no need to unplug from your favorite shows or 
songs just because you have a busy lifestyle. The battery- 
operated boom box is a veritable party-to-go, ready to kick 
out the jams wherever you need them the most. A handheld 
portable cassette player fit with headphones lets you jog 

to the beat of the newest hit single, and a tape deck in the 
car will make you wish the commute to work never ended. 
Handheld portable televisions featuring a 2 inch full color 
screens and a staggering 2 hour battery life let you tune in 
to local television channels whether you are waiting for the 
bus or stuck at a wedding. 


Staying in touch has never been easier. No executive worth 
their power suit will leave the office without a portable 
telephone, whether a carphone mounted to the company 
sedan’s center console, or a handheld cellular telephone. 
Don’t let their size fool you: the handheld models weigh less 
than 5 pounds. For those who aren't jet-set, there is a phone 


booth on almost every corner of the city and a pay phone 
in virtually every public establishment across the continent, 
whether it is the gas station, restaurant, bar, or convenience 
store. Long distance calling cards will even let you make 
long distance calls without having to carry a suitcase full 

of change. You won’t miss any calls while you are out, 
meanwhile, because your belt-clipped pager is squawking 
at you, telling you what number to call back as soon as you 
see the nearest payphone. Either that or your answering 
machine is picking up the phone, delivering your custom 
recorded greeting, and capturing 30 minutes of messages 
on mini-cassette. However, chances are very good that 
your friends will be receiving a busy signal when they call 
you, because the phone line isn’t in the receiver; it’s in your 
blazing fast Haze 300 baud modem, swapping bytes with 
other hobbyists harnessing the computing power of NASA 
from the convenience of home with their new Commandant 
64, Orange II-e, or Scimitar z81 home computer systems. 


The awesome power of computing is no longer restricted 

to mathematics PhD’s with access to massive mainframes 
hidden away in university labs and corporate headquarters. 
For less than the price of a sub-compact automobile, a home 
computer brings years of productivity, enjoyment, and 
discovery for the whole family. Even the most basic model 
has all the specs you'd need: 64 kilobytes (KB) of random 
access memory (RAM), a voluminous 10 megabyte (MB) 
hard drive, a 5% inch floppy drive, and a 13 inch 256 color 
video graphics array (VGA) monitor. The software options 
boggle the mind, ranging from exciting arcade favorites to 
lab-grade graphing calculator programs. The peripherals 
available are nearly as endless: dot-matrix printers, 
computer mouse pointing devices, magnetic tape data 
storage drives, and perhaps the most revolutionary piece of 
consumer electronics in history: the modem, a device that 
allows your home computer to connect to other modem- 
enabled computers, anywhere in the world, by using 

your existing residential phone line! An entire universe of 
exciting bulletin board systems (BBS) is at your fingertips. 
BBS are places where you can type messages to friends, 
download and view interesting images and documents, and 
share the software you wrote without having to write it to 

a floppy disk. You can even run your own BBS from your 
home computer, finally graduating from casual BBS User to 
the coveted BBS SysOp. 
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Cruising 1966 


Let me tell it to you straight, pal. Using public 
transportation is just about the most goddamned un- 
American thing a person can do nowadays. That bus pass 
or subway ticket may as well be your Soviet identification 
card. And there is no reason to be caught dead on one 

of those prisons-on-wheels. You see, our lot features the 
finest pieces of American automotive engineering from 
Motor City, Detroit City, the industrial capitol of the entire 
world, that mechanized, well, Mecca, where the whole thing 
started. And those flag-waving, God-fearing patriots on the 
automation lines up there are doing whatever it takes to 
make sure that every American can be the proud owner of 
an automobile. 


Sedans are the industry standard. These sweet babies are 
long, four door land boats with bucket seats up front, bench 
seats in the back, long and spacious trunks, and a ballsy V8 
under the hood. There are many variations on the sedan; the 
“woody” station wagon with its roof extended to the rear 
bumper, the convertible with the retractable fabric hardtop, 
and the iconic yellow taxi with checkerboard trim. We 

even have some sports sedans over here. Same classic boxy 
shape and roomy interior, but with sports trim and a spoiler 
on the back. All come standard with roll-down windows, 
vinyl interiors, seatbelts, and AM/FM radio in the dash, 

but if you want velour interior, or a tape deck, or dice in the 
mirror, it can all be arranged. 


Need more room? We got your conversion vans over here. 
They got the same cargo space, rugged reliability, side door, 
and double swing-back rear doors as those white vans the 
cable guys and telco pole-climbers use, except the interior 
has been converted to haul humans instead of gear. You can 
almost stand in these things. That one right there? Three 
rows of benches in the back seat nine comfortably, probably 
twelve if they’re kids. Perfect for the field trip or the drive 
to Grandma’s. We also got, uh, party models, if you will. 
Check this one out. The back interior has been converted 

to a swanky club on wheels; miniature disco ball, HiFi 
surround sound speakers in each corner, plush bench seats 
facing each other, and... is that a bean bag? That’s a bean 
bag. A zebra-striped bean bag. Anyways, the only drawback 
to these is how big they are. Have you heard of “minivans” 
before? These things are really hot right now. Check out 
this beauty. Basically a van with a shorter profile, so you 
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don’t have to worry taking the roof off when you park it 

in the garage or pass under a low bridge. Best part? See 
these levers on the benches in the back? Quick-release. Can 
pop out the benches if you want to store product instead of 
people. A versatile vehicle for a versatile you. 


If you’re hauling mostly stuff instead of people, we got your 
standard jeeps and pickups over here. You know, they just 
do the job. That’s why they really haven’t changed much 
over the last three or so decades. Heck, same deal with the 
motorcycles at the dealership across the street. Only thing 
new on two wheels are superbikes, or “crotch rockets.” 
Super fast, excellent handling, slim high-tech frames... I'd 
own one myself if they weren’t all made in Japan. 


Maybe you are on a budget, or got some brats getting ready 
for college? Subcompacts are a smaller, two door, egg- 
shaped and equally boxy versions of the sedan, featuring 
two bucket seats up front, a pretty cramped bench in the 
back (not exactly suitable for a human, to be honest), very 
little trunk space, and a fuel efficient engine. I’m not going 
to lie to you, these things drive like turds, and seriously, 
you don’t want to crash in one. I’m not kidding, they are 
fireballs. But you can park them just about anywhere and 
they are easy on the wallet. We also got compacts, which 
are basically sedans with their butts chopped off. You still 
got the four doors, but you are losing trunk space. And 
performance. And comfort. And status. In fact, you strike 
me as a status buyer, come to think of it. I just noticed that 
watch you're wearing. 


This might be more your speed, literally. No, this isn’t a 
space-aged jetfighter. It’s high performance sports car, faster 
and with better handling than a muscle car, in a sleek, low- 
to-the-ground design that cuts through the air. Stunning 
yellow paint job, pop-up headlights, fully leather interior. 
Look inside at that cockpit... a dozen LED dashboard 
displays for MPHs, RPMs, MPGs, ABCs, and 1-2-3’s, all 
connected to a computer, like that show about the robot 

car. Not a lot of room in there, sure, but you don’t haul the 
kids to church in this baby; you outrun helicopters, speed 
through the desert night at 180 miles per hour, and corner 
through coastal highways without taking your foot off the 
gas. These American models are just as good as those fancy 
Italian sports cars with the scissor doors and gills on the 
side, and you won't have to sell your yacht to buy one, if 
you catch my drift. 


Legwork in the City 


Look here, kid. I’ve been a private investigator since ’59. 
You have no idea how easy this gig is nowadays, compared 
to back then. The world’s a mess and the work is just 
raining from the skies like Manna. We got your runaways, 
your cheating spouses, your commie sympathizers... Hell, 
last year, the state paid me a month’s salary just to give 
them a list of probable queers living here in the city. All 
Thad to do was chat with a pal of mine at the post office 
and get a list of people who subscribe to them muscle man 
magazines. You know those things are like titty mags for 
these people, right? The only catch with those state gigs; 
don’t ask any questions. Just give them what they want and 
don’t think too hard about it. Trust me, kid, you don’t want 
to know what they’re up to. 


Hey, what’s that face about? What we’re you expecting? 
Two-faced dames, crooked DA’s, and shootouts at City Hall? 
Do yourself a solid and flush any idealism you had down 
the toilet. There are no corruption cases anymore. It’s not 
that there ain’t corruption. No, in fact, it’s worse than ever. 
The problem is no one cares anymore. These assholes are 
corrupt in goddamned broad daylight. They don’t even try 
to hide it, even though we still got laws on the books about 
that sort of thing. Thing is, every once in a while, a reporter 
with a death wish gets a whiff of it, writes about it, and has 
an editor stupid enough to let it go to print. And you know 
what happens? Nothing, that’s what. The people don’t give 
a damn anymore. They cheer on grift like it’s a goddamned 
ball game. They say “the mayors on our team,” or “it wasn’t 
our guy, it was the last mayor’s fault,” or, and this is my 
favorite, “that’s fake news.” Anyways, I stopped talking 

to reporters in ’78, when they got rid of the shield laws 
protecting their sources. I’d advise you to do the same unless 
you want to share a bunk with them in prison. 


But forget all that, kid, let’s talk about the grind. The 
legwork. That’s why you came here, right? Here’s how 
Isee it. You don’t need my help figuring out how to 

talk to people or camp outside their house in that shitty 
subcompact of yours. You already got good instincts and 
they'll serve you well. What you need is a primer on 
information and where to get it. Look right here, see these? 
Driver’s license, library card. These are the keys to the 
kingdom, kid. Yes, I’m dead serious. But first, let’s walk 
through my arsenal over here. 
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Phone book. I beat hell out of this thing. Yellow pages to 
find businesses, white pages to find home addresses. The 
back thirty pages are city maps, complete with an index. 
Look here, Walther Street, Page 783, A-7. Flip to the page, 
find where A and 7 meet on the grid, bingo, Walther Street. 
I got an extra phonebook in the car so I can move fast. 

Lot of payphones got them, too, though, tethered by an 
unbreakable cable. If you’re in a pinch, you can always dial 
0 on any phone to chat with an operator, and she'll basically 
tell you what you need to know. Those calls are recorded 
for “quality assurance,” though, so be sure not to ask an 
operator the location of the bank you’re about to rob, if ya’ 
catch my drift. 


Exhibit B, my Roll-O-Index. All my clients and contacts 

are on this baby, sorted in alphabetical order by last name, 
between these little dividers labeled with letters of the 
alphabet. Just flip to the right index card and... yeah, this 
one right here, this guy? He should have been filed under A 
for asshole, but that’s neither here nor there. Anyways, it’s on 
my desk right now, but this baby goes in the safe when I’m 
out. You take my Roll-O-Index, you take my life, kid. You’d 
be wise to remember that. Same goes for my case files, 

see how many locks I got on that filing cabinet? And this 
ashtray right here? I don’t smoke, see. That’s the ash of case 
files that got too hot. Pun intended, kid. I am on fire today. 
Eh? Eh? 


Behind me here, this bulletin board? This is my little Grand 
Central Station. These big maps of the city I got at the 

gas station on Clark for a dollar; they’re right next to the 
cigarette dispenser. This pile right here; schedules for the 
bus and metro. You’re gonna’ want to get in good with bus 
drivers, subway engineers, and taxi drivers, kid. They see 
the people no one else pays attention to. You'll notice I drew 
the routes on the big map. Slick, huh? The map looks like 
swiss cheese because I’m always stabbing it with push pins 
when I build a case. And a little colored yarn goes a long 
way when you're literally trying to connect the dots. 


You look bored, kid. Sorry, I don’t have a fedora or a .38 

to show you because I am not a goddamned Hollywood 
actor. Now sit down and pay attention, we're getting to the 
most important part. The bread and butter of this gig are 
public records and newspaper archives. Let’s start with public 
records; stuff like land titles, court cases and settlements, 
birth and death certificates, voting records, patents, rosters 


of public employees, you name it. Anything the state 

does that a judge hasn’t decided to seal is available to the 
public. A lot of that stuff will be at city, state, and federal 
courthouses. Once you get rolling, you'll start figuring out 
which courthouse have which types of files, but they all 
pretty much work the same. You walk in, cough up your 
driver’s license, put your keys in a pan, and walk through 

a metal detector. Remember to bring food because you’re 
going to be there for hours, pouring through index catalogs 
to find the files you’re looking for. Information that is semi- 
public, like court cases, ain’t lying around for you to peruse. 
For that stuff, you have to request exactly what you are 
looking for from a clerk, who writes down what you need 
and goes to fetch it for you from a secured area. Be careful 
what you’ re asking for, kid, because the clerks are making 

a record of who is looking at what. And don’t be surprised 
when the smoking gun you need has been sealed by a judge. 
Judges picked by the state protect the state from the people, 
kid, not the other way around. Anyways, you get your 
license back when you leave and haven’t stolen anything. 

If the courthouse doesn’t got what you need, one of those 
clerks can get stuff faxed over from another courthouse that 
might. Back in my day, before the fax machine, there was 

a lot of windshield time, kid, and none of it billed to the 
client. You’re getting into the game at a great time. 


If your driver’s license is the key to public records, your 
library card is the key to newspaper archives. Forget about 
library books; they’ve banned all the good ones. The real 
pay dirt is something called microfiche, or micro-film. It’s 
these little sheets of film that you read on these machines 
that looked like a projector and a microscope had a baby. 

An entire newspaper, front to back, fits on single sheet of 
microfiche. It’s berserk. The library downtown has the 
archives for the local paper, as well as the big papers coming 
out of New York and Los Angeles. I feel bad for the poor 
bastard whose job it is to take and develop a photograph 

of every page of the newspaper going back ten years, but 
Sweet Mother of Christ, do I appreciate his handiwork. 

You will, too. The classified ads are especially clutch; idiots 
trying to pawn the cars they stole, bored housewives 
looking for a fling, commie cells masquerading as “book 
clubs,” and occasionally, a serial-killing sicko casting his net. 
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America Needs You. To Shop. 


Step out of the sizzling summer sun and into a fully 
airconditioned one-stop shop-till-you-drop extravaganza 
for the whole family! The Mall features two stories and a 
million square feet of stores, restaurants, and entertainment 
catering to every age or interest. Let’s face it: last year’s 
styles are so last year! Fortunately for you, the Mall features 
outlets for all the hottest fashion lines for men, women, 
teens, and children. 


Vogue Scholar is an outlet for every fashionista who knows 
that you’re only part of the scene if you are seen. This outlet 
features a collection of designer handbags, exotic makeup 
colors, glistening pantyhose, hand warmers, head bands, 
huge bracelets and earrings, leg warmers, miniskirts, 
metallic hair wigs, oversized tops, off the shoulder tops, 
sequin everything, shutter shades, stiletto heels, shoulder 
pads, sports jackets, suspender skirts, and tank tops. 


Punk Products Inc. let’s you wear the revolution on your 
sleeve! This outlet features anti-establishment patches and 
logos, black band shirts, bleached jeans, bowler hats, chains, 
chokers, combat boots, crucifixes, fingerless gloves, Kente 
clothing, leather jackets and pants, lip rings, mesh tops and 
stockings, military regalia, nose rings, ripped jeans, shelltoe 
sneakers, studded bracelets, tracksuits, and tie dye t-shirts. 


Rube Icon is just the ticket for those who want to tell their 
friends “My clothes weren’t made in America, but I sure 
the hell was!” This outlet features a collection of bandanas, 
baseball caps, blaze orange vests, Confederate patches, 
cowboy boots, cut-off jean shorts, flannel shirts and vests, 
jeans, jean jackets, jean vests, huge belt buckles, hunting 
camo, overalls, sleeveless t-shirts, and work shirts. 


The Tourist is an outlet to suit your active lifestyle of 
watching workout videos, taking the family to the roller 
rink, and catching a drive-in movie. This outlet features 
bomber jackets, capris, cheerleader outfits, corduroy 
everything, fuzzy sweaters, gym shorts, headbands, 
Hawaiian shirts, high tops, letter jackets, leotards, parachute 
pants, navel-high pants, neon windbreakers, scrunch socks, 
snap bracelets, spandex, stirrup pants, tracksuits, tube tops, 
and velour. 


Yuppie Mill is the only place to shop if you don’t want your 
look to clash with the yacht. This outlet features argyle, 
blazers, bowties, briefcases, cardigans, cufflinks, expensive 
watches, fur hats and mantles, gold chains, Italian leather 
shoes, khaki pants, kitten-heeled shoes, mink coats, pastel 
sports jackets, pinstripe power suits and pantsuits, sports 
jackets, trench coats, turtlenecks, wide-legged slacks, and 
V-necks. 


Don’t forget to literally top off your look with a matching 
hairdo. Whether its bowl cuts, crimped cuts, dreadlocks, 
hot-rollers, jheri curls, mall bangs, mohawks, mullets, 
perms, pigtails, pony tails, purple hair, shaved heads, side 
tails, spiky hair, or whale spouts you are looking for, one of 
the many stylists in the Mall have got you covered. 


Are all those quarters in your pocket stretching out your 
blue-jeans? It’s time to head on over to COIN-Ops, a neon- 
lit 8-bit pleasure-dome of arcade anarchy, where you'll 

find the hottest arcade titles like Plumber Jumper, Mrs. 
CramMan, Triple Tiamat, and MiG Hunter. Burn your 
initials in high-score history to remind the competition they 
need to keep playing. There are also claw crane games and 
an assortment of coin-operated rides for the young ones. 


That rumbling in your tummy? You’ve been served! Time 

to go to Food Court! As an expert witness in deliciousness, 
you'll be asked to testify to the variety of restaurant options 
available to a jury of your peers. Lady Justice may be blind, 
but her taste buds remain intact! Don’t worry, you'll be 
permitted more than one phone call here, so long as you have 
a quarter to plunk in the conveniently placed payphones. 
Better call all of your friends and have them bail you out! 


Stop by Radio Shed to check out the hottest new software, 
compose an opus on a musical synthesizer, surprise Junior 
with a brand new toy ICBM kit or remote-controlled car, 
or load up on all the cabling, transistors, and circuit boards 
needed for that garage project of yours. They also have a 
wide assortment of communications gear available, but 
don’t forget to bring your government permit! 


OPERATING SYSTEM 
(03) 
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This chapter introduces SIGMATA’s operating system (OS), 
a unified set of game rules and dice mechanics used to 
create and resolve scenes during a session. There are three 
types of structured scenes in SIGMATA: combat, evasion, and 
intrigue. 


Combat scenes are where the Receivers are engaged in 
armed conflict with adversaries, whether they are Freedom 
Fist regulars, neo-Nazi hooligans, armed EYE-Ops agents, 
Receiver-hunting death squads, or rogue Resistance 
partisans who have embraced extremism. 


Evasion scenes are where the Receivers are hiding from, 
fleeing from, sneaking past, or silently dismantling armed 
sentries while infiltrating a fortified facility, sneaking 
contraband past checkpoints, or evading a Freedom Fist 
dragnet complete with gunships and bloodhounds. 


Intrigue scenes are where the Receivers are at a social 
gathering, potentially undercover, trying to glean 
intelligence, persuade potential allies, commit acts of 
espionage, and influence political outcomes, all while trying 
to outwit Regime agents who have their own aims in the 
scene. 


SIGMATA’s OS manages all three of these scene types using 
the same game mechanics. Once you learn how one of these 
scene types work, you'll generally get how the others work. 
The only things that change from scene to scene are how 
events are narrated, how progress is measured, and how 
Receiver special abilities manifest. 


There are also unstructured scenes in SIGMATA, which we 
call free play. 

Free play entails the significant moments that occur before, 
after, and between scenes of combat, evasion, and intrigue, 
where the Receivers are preparing for their next mission, 
interacting with other members of the Resistance, having 
discussions with one another, getting into trouble, exploring 
their environment, or trying to make sense of SIGMATA’s 
political dystopia. Free play is composed of player-driven 
scenes that only lightly utilize SIGMATA’s OS and are 
intended to serve as the narrative glue that connects 
SIGMATA’s more high-stakes and dramatic structured 
scenes. 


The Quad-Core Processor 


Every Receiver is powered by four core processors. These 
cores processors are called Aggression, Guile, Judgement, and 
Valor. Each one regulates a Receiver’s ability to influence the 
world and resist the world’s influence. All four are rated on 
a scale of 1 to 5, where 1 is well below average for a human 
being while 5 is well above average for a human being. 
Below is a brief description of what each core processor 
represents, in alphabetical order: 


Aggression is a measure of a Receiver’s courage, 
extroversion, and willingness to commit to action. Receivers 
with low Aggression are cowardly, possess unremarkable 
or even contemptable personalities, and second guess 

their every move. Receivers with high Aggression are 
courageous, have dynamic or magnetic personalities, and 
commit to their actions with great zeal. Aggression is an 
important core processor for players who wish to play 
Receivers who passionately and forcefully bring the fight to 
their enemies, throwing caution to the wind. 


Guile is a measure of a Receiver’s agility, cunning, 
creativity, and hand-eye coordination. Receivers with low 
Guile are clumsy, sluggish, and unwittingly broadcast 

their motives. Receivers with high Guile are graceful, 
coordinated, swift, and weave Machiavellian plots 
effortlessly. Guile is an important core processor for players 
who wish to play Receivers who excel at outwitting, 
outflanking, and outmaneuvering their enemies on and off 
the battlefield. 


Judgement is a measure of a Receiver’s intelligence, 
patience, and situational awareness. Receivers with low 
Judgement make poor decisions, are oblivious to their 
surroundings, and are bad at solving problems that require 
analytic thinking. Receivers with high Judgement are 
methodical, have honed senses, and possess a natural 
curiosity that manifests in intuitive knowledge of the world. 
Judgement is an important core processor for players who 
wish to play Receivers who practice strategic patience, 
strike at the most prudent opportunities, and understand 
the importance of living to fight another day. 


| 
e*eerneeeneeeer#re 
/,@eeeeeeaeene 


o 
a 
J 
* 
. 
. 
. 
. 
. 
7. 
« 
. 
. 


Valor is a measure of a Receiver’s physical strength, 
empathy, and commitment to the team. Receivers with low 
Valor are fragile, oblivious to the needs of their comrades, or 
simply unwilling or unable to put the team first. Receivers 
with high Valor possess great fortitude, are protective of 
their comrades, and thrive in supporting roles. Valor is 

an important core processor for players who wish to play 
Receivers who are the guardians, caretakers, and sheep dogs 
committed to protecting the team. 


Operations (Ops) 


Dice rolls in SIGMATA are called Operations or Ops for short. 
Ops are performed to determine whether or not, and to 
what degree, a Receiver’s action is successful. The outcome 
of an Op also determines who at the table gets to narrate 
what happens in the story space. If a player rolls well, 

she gets to tell the table how her Receiver skillfully and 
heroically executed the task at hand. If she rolls poorly, the 
GM gets to tell the table what unfortunate thing happened 
to that Receiver, emphasizing elements of tension, stress, or 
danger. 


When performing an Op, a player always rolls 5 dice. She 
looks at her Receiver Dossier and collects a number of D10’s 
equal to the rating of her Aggression, Guile, Judgement, 

or Valor core processor, depending on what she is trying 

to accomplish. She then collects D6’s until she has a total 

of 5 dice in her hand and rolls them. For example, if she is 
performing a task that utilizes her Guile rating (perhaps 
she is sneaking up on a sentry) and her Receiver’s Guile 

is rated at 3, then she rolls 3D10 and 2D6 at the same time. 
If her Guile is rated at 5, then she rolls 5d10 and no Dé’s. 
We'll be discussing at great length what core processors are 
referenced for what Ops, but for now, don’t sweat it. 


We call the D10’s “core dice” for obvious reasons, but call 
the Dé6’s “entropy dice” because they are considerably more 
chaotic than core dice. 


Resolving Ops 


When a player performs an Op, she is looking to score at 
least 1 success, though preferably more. A success is an 
individual dice result that is equal to or higher than 6. 
Successes are cumulative; the more the better. Rolling 1 
success is the equivalent of just barely scraping by at a task, 
or succeeding with some type of complication. Rolling 3 

or more successes is the equivalent of a dramatic success, 
where awesome and perhaps unintended things happen. 


Complicating matters are botches. Any die that results in a 1 
is considered a botch, which counts as a negative success. So 
rolling 3 successes and 1 botch on the dice results in a total 
of 2 successes. Botches make it possible to actually roll fewer 
than 0 successes, resulting in dramatic failures and extreme 
complications. 


The more successes a player rolls, the more control she has 
over the outcome of the Op in the story space. If she rolls 
well, she will be telling the GM what happened. If she rolls 
poorly, the GM will be telling her what happened. Below is a 
summary of how to resolve the possible success totals: 


-2 or fewer: The Receiver failed dramatically at the task. 
The GM narrates the outcome of the Op and introduces new 
elements of stress, tension, or danger to the scene. 


-1: The Receiver clearly failed at the task. The GM narrates 
the outcome of the Op. 


0: The Receiver just barely failed at the task. The GM 
narrates the outcome of the Op, but the player adds some 
type of silver lining to that narrative. 


1: The Receiver just barely succeeded at the task. The player 
narrates the outcome of the Op, but the GM adds some type 
of complication to that narrative. 


2: The Receiver clearly succeeded at the task. The player 
narrates the outcome of the Op. 


3 or more: The Receiver succeeded dramatically at the task. 
The player narrates the outcome of the Op, emphasizing her 
Receiver’s skill and heroism. 
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Structured Scenes 


The majority of play in SIGMATA will take place during 
structured scenes. At the beginning of a structured scene, 
the GM spends a couple minutes doing some exposition 
work: laying out the scene’s environment, elaborating 

on interesting details and activities, describing the 

types of people present, evoking a specific mood, and 
generally describing sights, sounds, smells, and sensations 
experienced by the Receivers. After that bit of exposition, 
everyone at the table, not just the GM, will be contributing 
to the scene’s story space. 


To ensure that everyone gets a chance to contribute to the 
story, scenes are structured in rounds. A round is a variable 
amount of time in the story space — seconds, minutes, or 
hours depending on the narrative demand of each scene — 
during which every player at the table takes a turn selecting 
a course of action, rolling the appropriate Op, and narrating 
the outcome of that Op. Once everyone has taken their 

turn, anew round begins. The actual duration of a round 

in the story space should be agreed upon and understood 
by everyone at the table. Frantic and tense scenes are better 
served by rounds lasting a few seconds or minutes in the 
story space, while methodical and strategic scenes are better 
served by rounds lasting a few hours or maybe even days in 
the story space. It is ultimately up to the GM to establish the 
tempo and cadence of a scene during the scene’s exposition 
and communicate that clearly. 


Exposure 


Every structured scene in SIGMATA includes some type of 
risk that the Receivers must manage. In an evasion scene 
where the Receivers are infiltrating a Regime facility, there 
is the risk that they will be detected by sentries who will 
sound the alarm. In an intrigue scene where the Receivers 
are undercover so they can glean intelligence, there is 

the risk that they might be outed as Resistance spies. The 
Receivers, then, are caught in a balancing act between 
pushing towards their goals and managing their exposure 
to danger or discovery. 


To track this balancing act, SIGMATA introduces the 
concept of exposure. Exposure is a relative measure of how 
much danger a scene’s participants are in. Exposure is rated 
on a scale of 0 to 10, where 0 represents relative safety while 


10 (or more) represents imminent consequence. The actual 
“danger” that comes with exposure changes depending 

on what type of scene is being played. In a combat scene, 
exposure represents the likelihood that an actor will be 
injured, killed, or captured. In an intrigue scene, exposure 
represents the likelihood that an actor will be outed as a spy 
or end up on the losing end of a high-stakes negotiation. 


During every round of a structured scene, the GM will 

use whatever tools are available to increase the Receivers’ 
exposure. In response, players decide on their Receivers’ 
actions and roll Ops that either reduce their own exposure 
or make progress towards their goals. A Receiver who ends 
around with 10 or more exposure is in serious trouble. 
How this takes shape in the story space depends on the 
scene type, which will be discussed at length in subsequent 
chapters. 


Telling Your Story 


Players should think of succeeding at an Op as a chance 
to be the scene’s director for a brief moment. Everyone 
and everything in the story space is at her disposal. When 
a player succeeds at an Op and gets to tell her Receiver’s 
story, she is not bound by her Receiver’s perspective. If 
she wants, she can narrate events from the perspective 

of allies, bystanders, foes, or even other Receivers in the 
story space who are watching events unfold. Nor is she 
bound by time. A player can absolutely narrate how her 
Receiver’s success was a result of actions or planning that 
took place well before the scene being played, articulated 
through a cool flashback. Nor is she bound by the material 
reality of a scene. If the story she wants to tell involves the 
sudden appearance of a piece of evidence, or the eruption 
of a protest outside, or the intervention of new character 
appearing on the scene, this is all fair play. 


Don’t ask the GM for permission, just tell your story. 


A narrative must still adhere to the game’s rules and pass 
muster with the rest of the table. Anyone at the table can 
respectfully veto a player’s narrative if it deviates too 

much from the established tone of the campaign, deviates 
too far from the established facts of the setting, or exerts 
unwanted control over another player’s Receiver. Below 
are some guardrails for players to ensure a scene remains as 
productive and inclusive as possible: 
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Respect the Rules 

While players have great freedom in narrating the outcomes 
of Ops, there are still built in constraints to the storytelling 
that follows a roll. For example, a Receiver doesn’t get to 
“kill the bad guy” in the story space unless an Op pushes 
that bad guy’s exposure to the limit. Similar constraints exist 
in scenes of evasion and intrigue. 


Respect the Established Tone 

Telling a collaborative story is about respecting the shared 
narrative that all players are contributing to. If the table 

has endeavored to tell a gritty story of political oppression, 
urban combat, and the human cost of insurgency, then the 
continual introduction of over-the-top characters or silly 
hijinks could be disruptive. Your table will know when 
someone is injecting a much-needed moment of comic relief 
versus deliberately sabotaging the story. If it happens to be 
the former, anyone at the table can politely ask for an edit or 
a do-over. 


Respect the Established Facts 

If a player introduces setting elements that seriously clash 
with the established facts of the setting, such as introducing 
a Martian invasion, or deciding that a major character does 
something glaringly inconsistent with their established 
personality or ideology, this can be disruptive. Players are 
absolutely encouraged to populate the story space with 
shocking discoveries, conflicted characters, fluid loyalties, 
eerie environments, weird science, and surprising plot 
twists. However, anyone at the table can politely ask for an 
edit or a do-over if someone has narrated something that 
insists on a campaign-breaking paradigm shift. 


Respect Other Players’ Receivers 

While players are encouraged to incorporate the other 
players’ characters into their narrations, this should be 
done in a fashion that respects the creative vision the other 
players have for their Receivers. For example, a player 
should not narrate an outcome that involves another 
player’s Receiver being cowardly, violent, incompetent, 

or irresponsible unless that other player has made a point 
to highlight such character flaws. Anyone at the table can 
politely ask for an edit or do-over if she feels her Receiver is 
being misrepresented. 


Here are some additional techniques to make narratives as 
exciting as possible: 


The Assist 


There’s no better way to make other players feel valued, 

or to emphasize stories of comradery in face of hardship, 
than to include their characters, positively, in narration. For 
example, in a scene where Receivers are in a street brawl 
against some neo-Nazi hooligans, let’s say a player rolls 
well on an Op and neutralizes a threat. In her narration, 
she could talk about knocking out a neo-Nazi with a left 
hook he never saw coming. Or, she could narrate how her 
Receiver held her ground against a faster and stronger 
opponent just long enough for another Receiver to smash a 
chair over his head. Both are viable options, but one pulls 
another player’s Receiver into the limelight and emphasizes 
the reliance the Receivers and other members of the 
Resistance have on each other. 


Throw Me a Line 

If a player doesn’t exactly know how to narrate her Op, or 
is simply feeling uninspired during her turn, she can ask 
the table for suggestions. Anybody can give her ideas about 
what could happen during her narration, though these 
suggestions don’t become established facts in the story 
space until they are told by the player making the Op. It is 
the GM’s responsibility to ensure that deliberations over 
how to narrate an Op’s outcome are brief, lasting no longer 
than a minute or two. She also has the responsibility to 
mandate a specific outcome or narrate it herself if the game 
is being held up. 


Dynamic Dialogue 

Sometimes, a player will want to narrate the exact 
conversation that her Receiver has with another character 
in the story space, instead of simply narrating the outcome 
of the conversation. She can enlist the GM for help in these 
situations. She’ll tell the GM what her desired outcome 

is and then she and the GM will act out the conversation 
— with the GM taking the part of the person being 
intimidated, tricked, or persuaded — driving towards that 
outcome. 
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Known Unknowns 

Sometimes, a player might be looking for clues or secrets 
that she knows might be useful to her Receiver (and the 
story), but she doesn’t know exactly what she’s looking for. 
Other times, she’ll be exploring an environment but doesn’t 
know who or what might be through that door or around 
the corner. These are great opportunities to enlist the GM 

to fill in the blanks. For example, perhaps her Receiver is 
tossing someone’s office because she needs to figure out 

if he is a Regime loyalist or a Resistance sympathizer. She 
could invent the important clue she needs, or she could ask 
the GM, “What kind of dirt do I find?” Or, a Receiver might 
be quietly creeping through a government facility, trying to 
determine if the place is being used for nefarious purposes. 
As her Receiver slowly cracks open a door, the player can 
either narrate a shocking discovery herself, or ask the GM, 
“What do I see?” 


Free Play 


The next few chapters explain how to play scenes of combat, 
evasion, and intrigue. These exciting, high-impact scenes 
are structured in a way to ensure dramatic tension, a focus 
on teamwork, and shared storytelling responsibilities. 
However, not every scene in SIGMATA will be a do-or-die 
struggle against Regime forces. Sometimes the Receivers 
will be living in and exploring the story space, debriefing 
after missions, deciding strategy with Resistance leaders, or 
simply killing time while travelling to or waiting for their 
next mission. To manage these scenes, we rely on free play. 


Mechanically, free play is very simple. The GM introduces 
a scene and asks the players to react, or the players 
introduce a scene and the GM helps fill in the blanks. 
There is no exposure tracking. When a Receiver opts to do 
something that is contested by someone in the story space, 
or is difficult, or has dramatic consequences, the GM asks 
that Receiver’s player to roll an Op, leveraging the core 
processor that seems most appropriate for the task. When 
there’s disagreement as to which core processor is most 
appropriate, ask the rest of the table for input. If no decision 
can be reached, the GM has the final say. 


The GM determines if the outcome of actions during free 
play trigger structured scenes of combat, evasion, and 
intrigue. Keep in mind, not every Op that involves violence 
needs to become a scene of combat, not every Op that 
involves sneaking needs to become a scene of evasion, and 
not every Op that involves persuasion needs to become a 
scene of intrigue. If a situation can be resolved with a single 
Op, let it. Just make sure to bounce the ball back to the 
player’s court. They’re on the hook for narrating successful 
outcomes and dealing with the consequences of failed Ops. 


Whereas SIGMATA’s structured scenes are mission- 
oriented, free play is about exploration, experimentation, 
and experiencing the game’s political dystopia. The table 
does not have to narrate every waking moment of the 
Receivers’ lives. If a scene of free play is getting stale, 
aimless, or unproductive, the GM or players can press the 
fast forward button, jumping to a more exciting scene, like 
the ones we’re about to introduce in the next few chapters. 


COMBAT 
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This chapter discusses how to frame and play structured 
scenes of violence, armed resistance, and military mayhem 
in SIGMATA. We call these combat scenes. The guidance 
here will cover scenes where the Receivers are trying to 
avoid injury or death while trying to achieve a goal. They 
could be repelling a raid on their safehouse, waylaying a 
Regime convoy, liberating an internment camp, shooting 
their way out of a Freedom Fist ambush, or holding off a 
neo-Nazi mob while Resistance VIPs escape to safety. Some 
other likely examples of combat scenes include, but are not 
limited to, room sweeping and close quarters combat in a 
shelled-out ghetto, trading shots with snipers stalking the 
Receivers through farmlands, executing a tactical breach 
against fringe elements who have taken hostages, and 
leading a Signal-powered Resistance surge to shatter the 
Freedom Fist’s grip on a region. 


In a scene of combat, players are trying to neutralize threats 
by increasing their exposure to 10 in order to knock them 
out of the scene, while the GM is trying to increase the 
Receivers’ exposure to 10 in order to knock them out of 

the scene. In the best outcome, the Receivers neutralize all 
threats, whether by killing them, routing them, or forcing 
their surrender, and while achieving their goal. In the worst 
outcome, the Receivers wind up injured, killed, captured, 
or are forced to flee for their lives, and fail to achieve their 
goal. 


While combat scenes often include moments of deafening 
gunfire, hand-to-hand combat, and gratuitous bloodshed, 
they can also involve tense social interactions (“This is your 
last chance, asshole! Take off your mask and walk away!”) 
and games of cat and mouse (“I see the glare of his scope 
so I hit the deck, splashing into a foot of swamp muck 
below the tall grass. He doesn’t take the shot. I lay there, 
panicking.”). 


Combat scenes are structured in rounds. During a round, 
the GM uses threats to increase the Receivers’ exposure. 

The players then take turns selecting tactics and rolling 
Ops. The GM will be narrating Op outcomes alongside the 
players, depending on the tactics they have chosen and how 
well their Ops turn out. When things are going well for the 
Receivers, the players are telling most of the story. When 
things are going poorly for the Receivers, the GM is telling 
most of the story. 


Rounds 


Here is how a round is structured during a combat scene: 
e The GM sets the scene. 
e The GM uses threats to add exposure to the Receivers. 


e The players choose their Receivers’ tactics and perform 
Ops. 


e The GM and players narrate the outcomes. 


e Remove neutralized actors from the scene and start a 
new round. 


At the beginning of a scene, the GM introduces the dramatic 
elements and immersive details of the scene’s story space. 
She describes when and where the scene takes place, who 
the opposition is, and what is at stake if the Receivers win 
or lose the scene. She also describes the sights, sounds, 
smells, sensations, and backdrop of the scene such as tracers 
flashing through the darkness of the unlit warehouse, 
scattered shell casings littering the floor, wailing sirens 
echoing through the night, piles of concrete rubble and 
twisted rebar providing cover and obstruction during 

a firefight, shrieking bystanders fleeing the violence, or 
pounding helicopter engines closing in. After setting the 
stage, she will introduce the threats. 


Threats 


A combat scene contains threats: actors that the Receivers 
will have to contend with in order to avoid injury, death, 
and/or mission failure. At the beginning of a combat scene, 
the GM should establish what threats the Receivers face and 
how many of them are present. Below are some example 
combat threats and the problems they cause for Receivers: 


Conscripted Combatant 

An untrained, inexperienced belligerent equipped for battle. 
Unmotivated, cowardly, disorganized, poorly-equipped, 
and easily routed. They could be neo-Nazi hooligans, 
EYE-Ops analysts/ technicians, contract security guards, 
bouncers, petty criminals, deputies, and miscellaneous 
“tough guys.” Each conscripted combatant adds 2 exposure 
to a single Receiver at the start of each round. 


Dedicated Combatant 

A disciplined, combat-trained belligerent equipped for 
battle. Proficient in marksmanship, hand-to-hand combat, 
small unit tactics, special ordnance, utilizing terrain for 
advantage, adapting to rapidly changing circumstances, 
and managing combat stress. Examples include Freedom 
Fist regulars, CI Special Agents, Resistance guerillas, and 
veterans of foreign wars. Each dedicated combatant adds 3 
exposure to a single Receiver at the start of each round. 


A solid starting point is to have as many threats as there 
are Receivers in the scene, though the GM can increase or 
decrease these numbers as needed, depending on what 

is happening in the story space. Keep in mind that not all 
people present in a scene are threats. In a combat scene 
that takes place during a massive battle with battalions 

of infantry and armor on each side, the Receivers might 
only be directly contending with a single fireteam trying to 
take their position. The violence raging around them adds 
elements of stress and chaos to the story space, but has no 
mechanical impact on the scene. 


During a round, the GM always takes her turn first. The 
GM uses the scene’s available threats to add exposure to the 
Receivers, and then provides a brief narrative summary of 
what those threats are doing, or trying to do, in the story 
space. 


For example, assume a scene contains 4 dedicated 
combatants (a Freedom Fist fireteam) in a firefight with 
3 Receivers. The GM decides that each of the soldiers 
will engage a different Receiver, with the exception of 
1 Receiver, who will be engaged by 2 soldiers. That 
means that 2 of the Receivers increase their exposure 
by 3, while the third Receiver increases her exposure 
by 6. She could have used the threats to distribute 
exposure to Receivers differently, such as having all 

4 soldiers focus fire on a single Receiver, increasing 
that Receiver’s exposure by 12. She may that do that 
next round, if one of the Receivers seems especially 
dangerous, or especially vulnerable. The Freedom Fist 
is ruthlessly efficient. 


Before passing the baton to the players, the GM gives a 
narrative description of what the threats are up to. She 
might describe how the fireteam is using squad tactics, 
bumping and bounding their way between points of cover 


while providing suppressive fire. The group moves as a 
cohesive unit and seems to be pressing on the position held 
by one Receiver in particular (the one who is being engaged 
by two soldiers). 


Combat Tactics 


The players take their turns after the GM. During a player’s 
turn, she selects a tactic for her Receiver and chooses who it 
will target (a threat, an ally, or herself). There is no specified 
turn order, though players will quickly learn the optimal 
way to take their turns to make the most out of their chosen 
tactic. Players are encouraged to talk about what they 

want to do and coordinate as needed. Once a player has 
committed to a tactic for her Receiver, she rolls an Op to 
determine how successful the Receiver is in executing this 
tactic. A player cannot change tactics once the dice have 
started rolling. 


There are four primary tactics available to Receivers in a 
combat scene, each one tied to a core processor. 


Regroup (Judgement) — Decrease Your Own Exposure 
Regroup is a method of reducing one’s own exposure. It 
involves assuming a primarily defensive position in order 
to avoid danger, clearing one’s head, and adjusting to a 
changing combat situation. This might include hunkering 
down behind cover, assuming the fetal position, gathering 
one’s thoughts, letting an adversary wind himself, studying 
and anticipating enemy movements, or reestablishing 
combat discipline and marching order. Regroup is a 
Judgement Op, which reduces one’s own exposure by 1 per 
success. 


Flank (Guile) — Cautiously Increase a Threat's Exposure 
Flank is a cautious method of raising a threat’s exposure. 
It involves moving to and positioning oneself in a place 
outside of an enemy’s primary firing arc and delivering 
punishment to their weak point. This might include 
suddenly shifting to the left or right and striking an 
adversary’s blind side, dashing behind an enemy unit’s 
fire arc and firing on their position, or bellycrawling up to 
a hardened strongpoint and lobbing a grenade in. Flank is 
a Guile Op, which increases a threat’s exposure by 1 per 
success. 
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Suppress (Valor) — Decrease an Ally's Exposure 

Suppress is a method of reducing an ally’s exposure. It 
involves pulling an ally to safety or delivering a steady, 
unceasing application of force in order to disrupt enemy 
aggression. This might include tackling an enemy who 

is pummeling an ally, keeping a VIP’s head down while 
ushering them to safety, or applying a steady hail of bullets 
at enemy positions, forcing them to hunker down instead of 
firing back. Suppress is a Valor Op, which reduces an ally’s 
exposure by 1 per success. 


Storm (Aggression) — 


Recklessly Increase a Threat's Exposure 

Storm is a reckless method of raising a threat’s exposure. 
It involves leaving the safety of a defensible position to 
charge the enemy in a physically and psychologically 
overwhelming show of force. This might include bum 
rushing an enemy or delivering a flurry of blows with no 
consideration for blocking or evading counter attacks, or a 
double-time charge directly toward the enemy line while 
screaming and unleashing automatic gun fire. Storm is an 
Aggression Op, which increases a threat’s exposure by 5 plus 
1 per success, while increasing one’s own exposure by 5. 


A threat that has accumulated 10 or more exposure after an 
Op is knocked out of the scene immediately. The player who 
pushed that threat’s exposure to 10 or more gets to narrate 
what this looks like in the story space. The Threat could be 
severely injured or killed by the Receiver or forced to flee 
the scene or surrender. Either way, this threat cannot act in 
the scene as anything but a passive witness (or cadaver) and 
no longer adds exposure to the Receivers. 


A Receiver that has 10 or more exposure after all players 
have performed their Ops during a round is knocked out 

of the scene. The GM gets to narrate what this looks like 

in the story space. Perhaps the Receiver has been knocked 
unconscious, is too stunned to fight back, or has been 
overcome by fear and stress. Either way, she can no longer 
select tactics, roll Ops, or contribute to the scene as anything 
other than a passive witness. Her fate will be determined 
by whichever side wins the scene: the Regime or the 
Resistance. 


Rebooting 


Once neutralized, a player can opt to have her Receiver 
reboot once during a scene, which returns her to the scene 
with 0 exposure. However, rebooting leaves a Receiver 
vulnerable. A vulnerable Receiver risks being removed from 
the campaign, due to death or capture, if she ends a round 
with her exposure at 10 or higher for the duration of the 
scene, and the entirety of the next structured scene. 


Withdrawal 
The Receivers can opt to withdraw from a scene instantly, 
at any time, which results in mission failure. Sometimes 

it is better to flee and fight another day than risk losing 

a comrade. When withdrawing, each player narrates the 
details of their Receiver’s escape, and the GM narrates why 
the Receivers’ withdrawal has resulted in mission failure. 
However, when the Receivers withdraw, the GM rolls 1d10 
for each rebooted Receiver. If the result is equal to or less 
than the Receiver’s current exposure, they are removed 
from the campaign. 


Again, from the Top 


That’s it! Time for a new round. Start at the top, with the 
GM setting the scene. Instead of introducing dramatic 
elements and immersive details to the scene, she is now 
updating them, based on what transpired in the previous 
round. She’ll describe how the contours of the scene have 
changed (i.e. who’s been neutralized, who’s still in the 
fight), how the environment has changed (i.e. what’s been 
blown up, what’s caught fire), and even introduce new 
threats if she finds it dramatically appropriate. Her goal is 
to establish, solidify, and reinforce a mutual understanding 
of the scene’s events for the table, and set the tone for the 
forthcoming round. 
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Ending the Scene 


A combat scene is complete when a round ends with either 
all threats neutralized or all Receivers neutralized. 


If all threats have been neutralized, the Resistance has 
prevailed. The Receivers are no longer in any immediate 
danger and are free to explore safely or prepare for their 
next task, at least for a few moments. Any Receivers who 
were neutralized during the combat scene are back in the 
game: their injuries have been stabilized, they’ve calmed 
down from their panic, or otherwise returned to a state 
from which they can exercise agency in a scene. It’s time to 
execute the next phase of the mission — which might be an 
intrigue scene, an evasion scene, or even another combat 
scene — or return to base. 


If all Receivers are neutralized, the Regime has prevailed. 
The Receivers are either in full retreat or have surrendered. 
Instead of preparing for the next phase of the mission, the 
Receivers will likely need to improvise in order to make it 
out alive. This might kick off an intrigue scene where the 
Receivers negotiate the terms of their surrender, an evasion 
scene where the Receivers must escape their bonds after 
being imprisoned, or perhaps even another combat scene 
where the odds are longer or the stakes are higher. 


If the Regime has prevailed, then any Receiver who 
rebooted during that scene is lost. By rebooting her 
Receiver, a player gives the GM permission to remove her 
Receiver from the campaign in a way that is dramatically 
appropriate. Perhaps she suffered a lethal injury or was 
recovered by a Regime science team for reconditioning. 
Either way, it’s time to create a new Receiver. 


During a combat scene, a player can choose to ignite the 
Signal. To do so, she simply declares she is igniting the 
Signal before, during, or after her Op, regardless of what 
tactic she selected or whether she succeeded or not. The 
Signal goes up at the beginning of the next round. The 
only narrative requirement is that she must explain how 
Resistance partisans “got the message.” This might involve 
radioing it in, shooting a flare, giving the thumbs up to 

a Resistance spotter on a nearby building, making a call 

in a phone booth being peppered with small arms fire, or 
running a spool of cable from a Signal-emitting computer to 


a nearby antenna while gunships hover overhead. To avoid 
triangulation by Regime forces, the Resistance brings the 
Signal down as soon as a scene is over. 


Any time an Op during a combat scene results in a dramatic 
failure (-2 successes or worse), the GM may introduce 


additional threats to the scene or change the scene to “Signal 
Down” status. 


Ordnance 


With its focus on narrative outcomes, the SIGMATA OS 
does not go into much detail when it comes to the minutiae 
of firearms or military equipment. However, there are a 
few weapon systems worth describing because they can 
dramatically change the contours of a scene of combat: 


Armored Personnel Carrier (APC) 

An armor-plated, six-wheeled vehicle designed to transport 
up to 8 combatants and their equipment safely through a 
warzone. They are typically fit with a machine gun that 
can be operated by someone standing in the hatch. APCs 
are disabled or destroyed if their exposure reaches 10 or 
more, but their exposure can only be increased by chemical 
lasers, machine guns, RPGs, or Receiver subroutines. With 
the exception of the combatant operating its machine gun, 
an APC’s crew and passengers cannot be targeted directly, 
nor can they attack. However, anyone inside the APC the 
moment it is disabled or destroyed immediately suffers 5 
exposure plus any exposure in excess of 10 that the APC 
suffered. An APC that is parked and opens its doors to 
deploy a fireteam is considered a strongpoint. 


Grenade 

A hand-thrown anti-personnel bomb designed to inflict 
massive damage in spaces that cannot be easily reached 
with direct fire. A grenade is ineffective against vehicles, 
but when used directly against personnel, a grenade applies 
exposure to two combatants or all combatants inside a 
strongpoint. 


Gunship 

A sleek, heavily-armed attack helicopter with a two-man 
tandem cockpit for a pilot and gunner, engineered to keep 
flying while sustaining battle damage. A gunship is fit with 
a swiveling machine gun between its wheeled landing 
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gear and rockets fit to hardpoints on its stubby wings. Each 
round, a gunship either fires its machine gun (adding 6 
exposure to one Receiver or 3 exposure to two Receivers) 
or fires a single rocket (adding 12 exposure to one Receiver 
or 6 exposure to two Receivers). Gunships are destroyed or 
forced to retreat if their exposure reaches 10 or more, but 
their exposure can only be increased by chemical lasers, 
machine guns, RPGs, or Receiver subroutines. 


Jammer Unit 

A Regime fireteam composed of 4 Freedom Fist commandos 
equipped with chemical lasers, led by a Regime-aligned 
Receiver. Jammer units are only deployed by the Regime 
when the campaign has reached the “Imminent Victory” 
stage, which is covered later in this text. For now, just know 
that jammer units are the Regime’s last ditch effort to stop 
Receivers when the Signal can no longer be silenced. 


Chemical Laser: A shoulder-mounted energy 
weapon that fires a beam of light capable of 
punching through vehicle armor, followed by 

a pulse of microwaves capable of destroying 
electronics. This rare weapon, powered by a 
heavy battery pack worn on the hip or back, was 
developed by the Regime as an insurance policy 
in case Project Sigmata backfired. A chemical laser 
permits a combatant to add exposure to certain 
vehicles; see individual vehicle descriptions for 
details. When used directly against personnel, 

a chemical laser is no different than any other 
firearm unless the target is a Receiver. A Receiver 
being targeted by a chemical laser loses her 
connection to the Signal for the duration of her 
turn this round. If the players turn a chemical 
laser on an enemy Receiver, the GM halves the 
exposure inflicted by the enemy Receiver during 
the next round of combat. If the Receivers roll 

a critical failure with a chemical laser, the laser 
burns out or runs out of juice and is rendered 
useless for the remainder of the scene. 


Receiver: This cybernetic Cold Warrior has 
returned State-side to eradicate her wayward 
sisters of Project Sigmata. When the Signal is up, 
an enemy Receiver can sustain 40 exposure before 
being defeated, and uses her blades, subroutines, 
and top-of-the-line equipment to inflict 8 exposure 


on one Receiver, or 4 exposure on two Receivers, 
per turn. She unleashes her ultimate subroutine 
the first time she begins a turn with 10+ exposure 
and 30+ exposure, inflicting 16 exposure on one 
Receiver or 8 exposure to two Receivers. 


Machine Gun 

A belt-fed, oversized automatic rifle, portable enough to 
be carried by a single combatant but generally fired from 
a tripod fixed to a vehicle or hidden within a strongpoint. 
A machine gun permits a combatant to add exposure to 
certain vehicles; see individual vehicle descriptions for 
details. When used directly against personnel, a machine 
gun applies exposure to two combatants or all combatants 
inside a strongpoint. A Receiver manning a machine gun 
can also apply the successes of her Suppress Ops to an 
additional Receiver. A dramatic failure rolled on an Op 
that utilizes a Machine Gun always results in the weapon 
running out of ammunition or jamming, rendering it useless 
for the rest of the scene. 


Rocket Propelled Grenade (RPG) 


A shoulder-fired single-use rocket system designed to 
destroy enemy armor and slow-moving aerial support, yet 
still lethal against infantry. An RPG can be configured to 
explode upon impact or airburst after travelling a certain 
distance. An RPG permits a combatant to add exposure 

to certain vehicles; see individual vehicle descriptions for 
details. When used directly against personnel, an RPG 
applies exposure to two combatants or all combatants inside 
a strongpoint. 


Strongpaint 

A fortified position, such as a concrete pillbox, a guard 
post surrounded by a wall of sandbags, a heavily armored 
vehicle, or a sniper tower, which offers cover, concealment, 
and an advantageous vantage point. Enemy combatants 
inside a strongpoint (or using it for cover) automatically 
reduce their exposure by 2 at the beginning of each round. 
Receivers inside a strongpoint double their successes when 
using the Regroup tactic. 


Tank 


A 70-ton, treaded armored vehicle fit with a massive cannon 
turret, and operated by a crew of 4 engineers. They are 
typically fit with a machine gun that can be operated by 
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someone standing in the hatch. Tanks are immobilized if 
their exposure reaches 10 or more, but their exposure can 
only be increased by chemical lasers, RPGs, or Receiver 
subroutines. With the exception of the engineer operating 
its machine gun, an APC’s crew and passengers cannot 

be targeted directly, nor can they attack. An immobilized 
tank is still operational and its crew is unharmed, but it 
cannot move anymore. If an immobilized tank accumulates 
another 10 exposure, it is destroyed and each of its crew 
immediately suffers 5 exposure plus any exposure in excess 
of 10 that the tank suffered. A tank’s cannon can be fired 
every other round, destroying outright any ground vehicle, 
environmental structure, or strongpoint it targets. Anyone 
inside the target suffers 10 exposure and anyone nearby the 
target suffers 5 exposure. 


Tear Gas 

A chemical weapon that causes extreme ocular and 
respiratory pain, and can lead to permanent blindness. Tear 
gas is commonly deployed by Freedom Fist regulars for 
crowd control maneuvers, usually in the form of grenades 
thrown or shot from a launcher. When a tear gas grenade 
is deployed, the GM will increase the exposure of all actors 
by 1 at the start of each round until the gas is somehow 
dealt with (such as by drowning it in a pool of water or 
throwing it away from the battlefield). Actors with special 
countermeasures, such as Freedom Fist masks, do not gain 
this extra exposure from tear gas. 


Transport Chopper 

A bulky, lightly-armored utility helicopter with a two-man 
side-by-side cockpit and landing skids instead of wheels, 
designed to transport cargo or up to 8 passengers in the 
back. Transport choppers do not have weapon systems, but 
their sliding doors permit passengers to engage the enemy, 
while also exposing them to enemy fire. Transport choppers 
are disabled or destroyed if their exposure reaches 10 or 
more, but their exposure can only be increased by chemical 
lasers, machine guns, RPGs, or Receiver subroutines. 
Anyone inside the transport chopper the moment it is 
disabled or destroyed immediately suffers 5 exposure plus 
any exposure in excess of 10 that the transport chopper 
suffered. A transport chopper circling an area of operation 
is considered a strongpoint, but cannot be reached with 
grenades. 


Massive Battles 


The rules presented so far facilitate small-scale, tactical 
battles against a limited number of combatants that come 
in waves. However, there might be moments throughout 
the American Insurgency where the Receivers are caught 
up in massive battles involving dozens or even hundreds 
of combatants on each side. A massive battle could be the 
Resistance’s defiant last stand against a Freedom Fist siege, 
or a final push against the Fist’s heavily-fortified regional 
command center. Regardless, a massive battle should be 
narrated in highly cinematic terms. In the case of massive 
battles, make the following three adjustments: 


¢ Ignore all Ordnance rules. 


e Summarize all threats into a single massive threat (e.g. 
Freedom Fist battalion), which inflicts 3 or 4 exposure 
to all Receivers per turn, and is defeated once it 
accumulates somewhere between 40-100 exposure. 


e Interms of narrative, a Receiver neutralizes one enemy 
combat for each point of exposure she inflicts on the 
enemy, or one vehicle for every four points of exposure 
she inflicts on the enemy. 


se 


The Combat Sheet 


Combat scenes should be managed with the Combat Sheet, 
so that the exposure of all participants is instantly available 
to everyone at the table. 
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Narrating Great Combat Scenes 


Qutcomes Over Body Counts 

Unless the Receivers are specifically tasked with 
exterminating a group of targets, a scene of combat 

should always be about achieving tactical outcomes for 
the Resistance: holding a position against attack, taking 

a position from the enemy, or delaying the enemy long 
enough for some other event to occur, such as an orderly 
retreat or the arrival of reinforcements. While death and 
dismemberment are always possibilities in battle, the 
majority of combatants on the losing end of a firefight are 
more likely to surrender, withdraw, or cease hostilities to 
tend to casualties than to fight to the death. Players should 
be reminded that the “neutralization” of a threat during 
combat need not, and ought not, always end with a gaping 
exit wound. 


Worthy Adversaries 

While the GM controls the distribution of exposure thrown 
at the Receivers and sets the initially tone of a scene, players 
share the responsibility of defining the adversaries they face 
through the narration of successful Ops. Are they up against 
bumbling Keystone Cops who can’t shoot straight, or stone- 
cold operators who have never failed a mission? When a 
player narrates the outcome of an Op, not only should she 
be describing what her Receiver is doing, but also how her 
opponents respond to her actions. Do they cower in fear and 
act out a Marx Brothers routine, or do they adapt and adjust 
like the relentless villain of a horror movie? Ultimately, 
player input determines if the Receivers plow through the 
junior varsity team or stand tall against professional killers. 


Debris and Deterioration 

The physical environment of a firefight should be as frenetic 
at the combatants exchanging shots. The air should be filled 
with tracers, tactical smoke, tear gas, streams of ejected shell 
casings, and a steady rain of glass, plaster, and concrete 
caused by bullet impacts or ground-shaking explosions. 
Marble columns, brick walls, flipped tables, and dirt 
mounds should deteriorate under gunfire like they were 
being eaten away by a swarm of piranhas. The battles of the 
American Insurgency should reliably transform the neon, 
gauche, art deco environs of 1980s America into hellscapes 
of ruin and rubble. 
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‘ Combat is Communication 


~ 


Surviving a firefight, let alone winning one, requires far 
more than simply aiming and shooting at the enemy. A 
scene of combat can be viewed as a conversation between 
squadmates that is severely strained by chaos and danger. 
By using tactical hand signals, screaming over automatic 
bursts, tapping one another, reading each other’s body 
language, or tossing spare magazines to squadmates 
whose weapons have run dry, the members of a fireteam 
are essentially discussing the enemy’s current position, 
syncing on ammunition supply and injury, and deliberating 
the best course of action. The story space should capture 
these moments of curse-strewn communication and chaos- 
defying coordination. 


Tactical Movement 

Modern firefights are all about movement and fire 
superiority. Two small unit tactics that emphasize both of 
these elements are bumping and bounding. Bumping is where 
a combatant lays down suppressive fire from a defensible 
position until a squadmate comes to her position, taps 

her on the shoulder — “bumps” her — and then takes 

her place, providing suppressive fire for her while she 
rushes to the next position. Bounding is similar, except that 
instead of bumping and replacing the combatant providing 
suppressive fire, the squadmate runs past her — “bounds” 
around her — to the next position and sets up suppressive 
fire so her ally can do the same. Both tactics permit a 
fireteam to move throughout the battlefield to optimal 
positions without ever letting up their suppressive fire. 


Dead Men Tell Tales 


When a combat scene is over, players are encouraged 

to adopt a different mindset when it comes to the time- 
honored gamer tradition of “looting the dead.” Mundane 
military gear, like automatic rifles, ammunitions, explosives, 
and body armor, is generally salvaged by Resistance 
partisans and/or turned to a Resistance quartermaster. If 

a player really wants to take ownership of a found object 
(e.g. a silenced submachine), she can certainly do so and 
incorporate it in her storytelling going forward. It should 
be assumed that there is rarely enough time for Receivers 

to do more than a cursory patdown of defeated enemies. 

If things have escalated to violence, chances are good that 
enemy reinforcements are already on the way. However, 
that cursory pat down can and should lead to some exciting 


story hooks. When and if a Receiver loots the dead and 
asks the game master what she finds, the game master can 
always invent an artifact or piece of evidence, only to have 
a player define it. For example, the game master could say 
“You find a book of matches for a diner, lounge, hotel, or 
small business... what is the place called, where is it located, 
and what is it like?” 


Here are a few more examples: 


“You find pictures in his wallet. Who is in the pictures, 
where was it taken, and when was it taken?” 


“Uh oh, there is a tri-fold badge wallet in her coat pocket. 
What agency or bureau did she work for, and what was her 
title?” 


“You find a keyring with three keys. One looks like a house 
key, the other looks like a car key, but what does the third 
one open?” 


“They were hiding a small, wrapped package on their 
person. What's inside of this package?” 
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This chapter discusses how to frame and play structured 
scenes of stealth, infiltration, and escape in SIGMATA. 

We call these evasion scenes. In these scenes the Receivers 
are trying to avoid detection or capture while trying 

to reach a position such as a getaway car, rendezvous 
point, or safehouse. Some examples of evasion scenes 
include: sneaking contraband past a series of security 
checkpoints, infiltrating a military research facility or 
corporate headquarters, fleeing from a Freedom Fist dragnet 
complete with bloodhounds and searchlights, or carefully 
maneuvering into position in order to carry out an ambush. 


In an evasion scene, the players are trying to make progress 
towards a position by accumulating 10 or more waypoints, all 
while their exposure steadily rises due to alarm. 


Positions are physical locations or situational circumstances 
that are advantageous to the Receivers and the Resistance. 
A position could be: a point of escape, such as a helicopter 
or sewer access; a rendezvous point from which to prepare 
for the next phase of an operation, such as a Resistance safe 
house near a Regime internment camp; or a set of tactical 
outcomes, such as silently neutralizing all sentries or 
outpacing all pursuers. 


Waypoints track the Receivers’ progress towards arriving at 
the position. The more waypoints a Receivers accumulates, 
the closer she is to arriving at a position. Depending on the 
complexity and effort involved in arriving at the position, 

a Receivers may have to accumulate between 10 and 20 
waypoints, individually, to do so. 


Alarm represents the overall level of sentry alertness, 
security controls, environmental hazards, and pursuer 
doggedness that permeates an evasion scene. The higher the 
alarm, the more likely it is that one or more of the Receivers 
will make a critical mistake: stumbling through a security 
motion sensor, getting spotted by a patrolling sentry, or 
being cornered and captured by those chasing after her. 


An evasion scene ends when all Receivers have successfully 
reached the position by accumulating enough waypoints, or 
when any of them has accumulated enough exposure to be 
detected or captured. 


While evasion scenes often include frantic foot chases 
or tense moments waiting in the shadows, they can also 
involve brief social interactions (“Sir, those men are after 


me. Can you help?”) or moments of acute violence (“I sneak 
up on the sentry and sink my knife into his kidney, so it 
hurts too much to scream”). 


Rounds 


Evasion scenes are structured in rounds. During a round, 
the GM increases each Receiver’s exposure by a value 

equal to the scene’s alarm. The players then take turns 
selecting tactics and rolling Ops. The GM will be sharing the 
narration of the scene with the players, depending on the 
tactics they have chosen and how well their Ops turn out. 
When things are going well for the Receivers, the players 
are telling most of the story. When things are going poorly 
for the Receivers, the GM is telling most of the story. 


Here is how a round is structured during an evasion scene: 
e The GM sets the scene. 


e The GM adds exposure to the Receivers in accordance to 
the scene’s alarm. 


e The players choose their Receivers’ tactics and roll Ops. 
e The GM and players narrate the outcomes. 


e If none of the Receivers are detected or captured, begin a 
new round. 


At the beginning of a scene, the GM will introduce the 
initial story elements and immersive details of the scene. 
She’ll describe when and where the scene is taking place, 
what actors and environmental details are opposing the 
Receivers, and what is at stake if the Receivers “win” or 
“lose” the scene. She'll also describe the sights, sounds, 
smells, sensations, and backdrop of the scene such as 
flickering streetlights, stale cigar smoke, wheezing air 
conditioners, neon signs, sparkling skyline, throngs of 
witnesses, or barbed wire fences. 


In addition to establishing the setting, the GM will 
remind the players of the position they need to reach, 
often established before an evasion scene begins. It 

may be a specific physical location, such as the other 
side of a Freedom Fist checkpoint, or a set of situational 
circumstances, such as outrunning or otherwise losing a 
gang of neo-Nazi partisans and their trained attack dogs. 
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A typical evasion scene requires each Receiver to 
accumulate at least 10 waypoints to make it to the position. 
Especially difficult or high-stakes evasion scenes can require 
the Receivers to accumulate 20 waypoints, such as if the 
Receivers are fleeing from particularly dogged pursuers or 
trying to sneak into a heavily fortified compound without 
notice. 


Alarm 


Evasion scenes would be as simple as walking from point 
A to point B if it weren’t for armed sentries, inconvenient 
witnesses, barbed-wire fences, mantraps, intruder alarms, 
CCTV cameras, spotlights, bloodhounds, pursuit vehicles, 
and gunships circling overland. All of these factors 
contribute to the likelihood that the Receivers will be 
detected during their infiltration mission, swept up by the 
Regime dragnet descending on the neighborhood, or forced 
to miss a time-sensitive rendezvous with other peoples’ 
lives were on the line. We consolidate these factors into a 
single value called alarm. 


At the beginning of an evasion scene, the GM establishes 
what is causing that level of alarm. Unlike combat scenes, 
where exposure is dynamically applied by a GM adapting 
to a fluid conflict, the alarm of an evasion scene impacts 
all Receivers equally throughout the duration of the scene. 
Below are some examples of what alarm can look like, and 
the problems it causes for Receivers: 


Guarded Posture 

An environment where the obstacles and adversaries faced 
by the Receivers are relatively ineffective at detecting 
them or impeding their progress. If the Receivers face a 
stealth situation, the environment is composed of unskilled 
and oblivious sentries, such as rent-a-cops or neo-Nazi 
hooligans, patrolling the area, supported by weak security 
controls like locked doors or barbed-wire fences. If the 
Receivers are being chased, their pursuers are slow and 
disorganized, and the obstacles impeding their escape 

are limited. A guarded posture adds 2 exposure to every 
Receiver at the start of each round. 


High Alert Posture 

An environment where the obstacles and adversaries faced 
by the Receivers are serious in nature. If the Receivers 

face a stealth situation, the environment is composed of 


skilled and vigilant sentries (e.g. Freedom Fist regulars, 
EYE-Ops agents, VIP bodyguards, etc.) patrolling the area, 
supported by effective security controls (e.g. CCTV systems, 
searchlights, trained guard dogs, etc.). If the Receivers are 
being chased, their pursuers are rapid and coordinated, and 
the obstacles impeding their escape are daunting. A high 
alert posture adds 3 exposure to every Receiver at the start 
of each round. 


An evasion scene might contain only a handful of actors 
threatening to detect or capture the Receivers, or it might 
contain hundreds. Not all of the individuals in an evasion 
scene are actively looking for or pursuing the Receivers. In 
an evasion scene that takes place in a corporate high-rise, 
the white-collar workers in their cubicles and maintenance 
technicians wandering about will largely be minding their 
own business, oblivious to the fact that there are intruders 
in their midst. It is only when they spot an obvious intruder 
or witness unmistakably criminal behavior that they 
become part of the problem, shouting for security or calling 
the authorities. 


During a round, the GM always takes her turn first. Unlike 
scenes of combat, the amount of exposure assigned to 

each Receiver is static. However, the GM still narrates the 
adversaries and obstacles faced by the Receivers. She might 
describe Freedom Fist regulars patrolling the grounds and 
slowly approaching the Receivers’ current position while 
gunships overhead illuminate the area with searchlights. 
Perhaps there is also a barbed-wire fence and a security gate 
standing between them and the facility they need to break 
into. 


Evasion lactics 


The players take their turns after the GM. During a player’s 
turn, she selects a tactic and chooses who or what her 
Receiver is approaching or fleeing, if necessary. There is no 
specified turn order, though players will quickly learn the 
optimal way to take their turns depending on what tactics 
they wish to employ. Players are encouraged to talk about 
what they want to do and coordinate as they see fit. Once a 
player has committed to a tactic for her Receiver, she makes 
an Op to determine how successful the Receiver was in 
executing this tactic. A player cannot change tactics once the 
dice have started rolling. 
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There are four primary tactics available to Receivers in an 
evasion scene, each one tied to a core processor. 


Fade (Judgement) — Decrease your own Exposure 

Fade is a method of reducing one’s own exposure by hiding 
and staying put until the coast is clear. This might include 
blending in with the shadows, hiding in broom closets, 
diving into dumpsters, keeping perfectly still, or slipping 
into an alley until sentries or pursuers move on to the next 
area. Fade is a Judgement Op, which reduces one’s own 
exposure by 1 per success. 


Sneak (Guile) — Cautiously Accumulate Waypoints 

Sneak is a cautious method of accumulating waypoints by 
making slow but steady progress towards a position. This 
might include tiptoeing silently, belly crawling behind 
cover, picking locks, disabling security controls, scaling fire 
ladders, shuffling through ducts, maneuvering out of the 
view of surveillance cameras, and keeping a steady pace 

in the face of mounting fatigue. Sneak is a Guile Op, which 
generates 1 waypoint per success. 


Deny (Valor) — Decrease an Ally's Exposure 

Deny is a method of reducing an ally’s exposure by creating 
distractions, acting as a lookout for sneaking allies, or 
creating obstacles to cover an ally’s retreat. This might 
include waving someone through when the coast is clear, 
creating a horrible racket that draws sentries away from 
comrades, or kicking a trashcan over to make a pursuer 
stumble. Deny is a Valor Op, which reduces an ally’s 
exposure by 1 per success. 


Rush (Aggression) — Recklessly Accumulate Waypoints 
Rush is a reckless method of accumulating waypoints by 
moving as fast as possible and taking enormous risks for 
potentially enormous payoffs. This might include smashing 
through obstacles, making a mad dash between distant 
points of cover, or bursting from the shadows to close in 

on a target before they have time to call out for help. Rush 
is an Aggression Op, which generates 5 waypoints plus 1 
waypoint per success, while increasing one’s own exposure 
by 5. 


In Position or In Trouble? 


A Receiver that accumulates 10+ waypoints has evaded 

all threats, overcome all hazards, and has arrived in 
position. She no longer accumulates exposure, but she can 
also no longer participate in the scene as anything except 

a bystander, hoping and praying her allies will make it 
through. It is for this reason that she may consider “keeping 
pace” with her less stealthy or athletic comrades, only 
pushing through when she knows they can make it to safety 
on their own. 


A Receiver that has 10 or more exposure after all players 
have performed their Ops during a round has been detected 
or captured, even if she has also accumulated enough 
waypoints to get in position. The GM narrates what this 
looks like in the story space. Perhaps she is being actively 
interrogated by an unmovable witness or has her hands up 
in the air while gun-toting sentries reach for their handcuffs 
and radio for backup. Perhaps she is bound and gagged in 

a security operations center, listening to her captors make 
demands over the intercom. Perhaps she accidentally locked 
herself into a room she cannot escape, or fell into some type 
of obstacle she cannot get out of on her own. 


Once detected, a player can opt to have her Receiver 

reboot once during a scene, which prevents her detection 
and returns her to the scene with 0 exposure. However, 
rebooting leaves a Receiver vulnerable. A vulnerable 
Receiver risks being removed from the campaign, due to 
death or capture, if she ends a round with her exposure at 
10 or higher for the remainder of the scene, and the entirety 
of the next structured scene. 


Withdrawal 


The Receivers can opt to withdraw from a scene instantly, 
at any time, which results in mission failure. Sometimes 

it is better to flee and fight another day than risk losing 

a comrade. When withdrawing, each player narrates the 
details of their Receiver’s escape, and the GM narrates why 
the Receivers’ withdrawal has resulted in mission failure. 
However, when the Receivers withdraw, the GM rolls 1d10 
for each rebooted Receiver. If the result is equal to or less 
than the Receiver’s current exposure, they are removed 
from the campaign. 


» Again, from the top 


That’s it! Time for a new round. Start at the top, with the 
GM again setting the scene. Instead of introducing dramatic 
elements and immersive details, she is now updating them 
based on what transpired in the previous round. She'll 
describe how the contours of the scene have changed — 
who’s been jammed up, who’s still on the prowl — how the 
environment has changed — how far into the complex have 
the Receivers gotten — and even introduce new challenges 
if dramatically appropriate. Her goal is to establish, solidify, 
< taestom ( and reinforce a mutual understanding of the scene’s events 
for the table and to set the tone for the forthcoming round. 


An evasion scene is complete when a round ends with all 


Receivers in position, or at least one Receiver has been 
detected or caught. 


~ 


If all Receivers have arrived at their goal and are in position, 
the Resistance has prevailed. The Receivers are no longer 

in any danger of being detected or captured and are free to 
explore safely or prepare for their next task, at least for a 
few moments. Soon, it will be time to execute the next phase 
of the mission or to return to HQ. 


If even a single Receiver has been detected or captured, the 
Regime has prevailed. With neither the element of surprise 
nor a safe distance from their pursuers, the Receivers will 
likely need to take drastic measures to regain control of 

the situation. This might kick off a combat scene where the 
Receivers must shoot their way out of a botched infiltration, 
an intrigue scene where the Receivers must negotiate for 
their ally’s freedom, or another evasion scene where the 
Receivers are running for their lives with Regime forces hot 
on their heels. 


o 
a 
* 
* 
. 
. 
. 
. 
. 
> 
« 
. 
. 


If the Regime has prevailed, then any Receiver who rebooted 
during that scene is lost. By rebooting her Receiver a player 
gives the GM permission to remove her Receiver from the 
campaign in any way that seems dramatically appropriate. 
Perhaps she suffered a grievous injury or was abruptly 
kidnapped by fanatical survivors of the Project Sigmata 
science team. Either way, it’s time to create a new Receiver. 


Igniting the Signal 


During an evasion scene, a player can choose to ignite the 
Signal. To do so, she simply declares she is igniting the 
Signal before, during, or after her Op, regardless of what 
tactic she selected or whether that Op succeeded. The 
Signal goes up at the beginning of the next round. The only 
requirement for a player doing this is that she must explain 
how Resistance partisans “got the message.” This might 
involve finding a nearby phone and quietly calling it in, 
using brief flashes from a flashlight to notify a Resistance 
spotter across the bay, or doing something else that nearby 
observers will know is their cue such as turning on the 
lights in a corner office, making animal calls, or pulling 

a fire alarm. To avoid triangulation by Regime forces, the 
Resistance brings the Signal down as soon as a scene is over. 


ramatic Failure: Commlicati 


Any time an Op during an evasion scene results in a 
dramatic failure (-2 successes or worse), the GM increases 
the scene’s alarm by 1 point or change the scene to “Signal 
Down” status. 
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The Evasion Sheet 


Evasion scenes should be managed with the Evasion Sheet, 
so that the waypoints and exposure of all Receivers is open 
knowledge to everyone at the table. While a typical evasion 
scene requires each Receiver to accumulate 10 waypoints 

to make it to safety, the sheet supports up to 20 waypoints 
for each Receiver in case a long and arduous evasion scene 
makes the most sense for what is happening in the story 
space. The top portion of an Evasion sheet has a spot to 
mark the “cinematic progress” of the scene. This is used to 
help the table visualize where Receivers are in relationship 
to one another and their final position. For example, if 

the first box says “Perimeter,” then it is assumed that any 
Receiver who has scored between 0 and 5 waypoints is still 
sneaking around the perimeter of an installation. A Receiver 
who has scored 6 or more waypoints, meanwhile, has made 
it through the perimeter and moved on to the next section of 
the infiltration. 


EVASION 


a 


Narrating Great Evasion Scenes 


Tension and Release 

What makes scenes of evasion interesting in television 

or film, whether the protagonists are being chased by a 
monster or holding their breath as it slithers precariously 
close to their hiding place, is the cycle of tension and release. 
Their situation alternates back and forth between imminent 
doom and relative safety, often in dramatic fashion. The 
character seemingly out of danger accidentally steps on a 
branch. The character who is milliseconds away from being 
caught is suddenly spared by a distraction elsewhere. A 
Receiver’s exposure charts these moments of tension and 
release, but it’s going to be up to the players to ensure that 
the drama in the story space matches the game’s mechanical 
levers. How close was the Receiver to unsheathing her 
combat blade and burying it in a contract guard working a 
double to pay his rent? What single opportune distraction 
prevented the operation from turning into a bloody 
disaster? 


Changing Perspectives 

Players are absolutely encouraged to narrate perspectives 
other than their Receiver’s own, experiencing the scene 
through the eyes of patrolling guards, wandering guard 
dogs, oblivious witnesses, or cameras surveying the area. 
Consider the following narrative, told in response to a 
player’s marginally successful Fade Op: 


The sentry heard some kind of crash in the machine 
shed outside. After radioing it in, he makes his way 
through the rain towards the shed. With a flashlight 
crossed over his unholstered sidearm, he slowly creeps 
through the front door. Once inside, he hears a shifting 
and spins around, startling a racoon that tips over a 
trash-bin and scurries away. After a sigh of relief, he 
holsters his weapon and lights a cigarette, the smoke of 
which spirals upward and runs across the face of the 
Receiver silently perched up in the shed’s rafters. He 
grabs the hand-mic on his lapel and gives the all clear.” 
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Five Senses 

It is easy to portray moments of stealth as simply staying 
out of sight, but don’t forget the other senses potentially 
available to the scene’s protagonists and threats. The 
sudden sense of alarm that seems to wash over the sentry 
might not be because he heard or saw movement, but 
because he felt the draft of an open window, or caught a 
whiff of the cologne an intruder forgot to wash off prior to 
the caper. A Receiver infiltrating a location would also be in 
tune with her senses, intuiting the distance of a patrolling 
sentry by the diminishing volume of his footfalls, barely 
audible over the beating of her own heart. The occasional 
emphasis on the sensory experience of a scene can do 
wonders for immersing players into the story space. 


Paths Less Travelled 

During scenes of evasion, paths less travelled are often 

the most tactically advantageous ones to take, but there’s 

a reason these paths are neglected. A Receiver hiding 

from or sneaking past sentries is likely to be in some 
uncomfortable situations. She might find herself crawling 
over broken glass, slogging through sewer muck, shuffling 
through claustrophobic spaces, choking on dust and 
cobwebs, getting snagged in barbwire, hurling herself 
through boarded windows, or balancing precariously 
from a building ledge while the wind blasts her. Players 
are encouraged to periodically add these painful, gross, or 
precarious circumstances to their narratives, to reinforce 
the idea that evasion scenes are as much about courage and 
resolve as they are about timing and silent movement. 


The Chase 


If an evasion scene is being used to resolve a chase, where 
the Receivers are fleeing their pursuers, it’s not necessary to 
fill out the evasion sheet’s location information (though she 
certainly can if the path to freedom is relatively linear). The 
GM can simply declare that scoring X number of waypoints 
permits each Receiver to get away safely, and the players 
can narrate their own path to safety. Further, evasion scene 
mechanics best support scenes where all the Receivers are 
somewhat autonomous in their movement. A good example 
of this would be a foot chase or perhaps a vehicular chase 
where all Receivers are driving different vehicles (e.g. dirt 
bikes, jet skis, etc.). Given that each Receiver has their own 
waypoint and exposure tracker, it does not make much 
sense to leverage evasion scene mechanics to support a 
scene where all the Receivers are in a single getaway vehicle 
fleeing the authorities. These type of moments might be 
better resolved with Ops made by the driver during free 
play, perhaps transforming into an evasion scene (i.e. a foot 
chase) when the vehicle inevitably crashes, stalls outs, or 
hits a patch of tire spikes. 


After Him! 


In a case where the Receivers are pursuing a fleeing subject, 
it is possible to use evasion scene mechanics to make this 
event dramatic. In this case, assume that Alarm represents 
how skilled the fleeing subject is at moving quickly, hurling 
debris and obstacles in her wake, taking sudden turns to 
throw the Receivers off of her scent, or performing death- 
defying maneuvers (e.g. jumping between rooftops) to 

get away. Assume that Receiver tactics in this case involve 
gaining ground on subject, avoiding the hazards she throws 
in her wake, helping fallen allies back to their feet, and 
safely traversing dangerous obstacles, etc. If any Receiver 
ends their turn with their exposure at 10 or more, assume 
that the subject gets away. However, if any Receiver scores a 
GM-defined number of waypoints, she overtakes, tackles, or 
corners the subject, and the scene is over. There is no need, 
in this case, for all Receivers to score the requisite number of 
waypoints. 
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This chapter discusses how to frame and play structured 
scenes of politics, espionage, and conspiracy in SIGMATA. 
We call these intrigue scenes. The guidance here will cover 
scenes where the Receivers are navigating tense social 
situations, leveraging persuasion, coercion, deception, 

and tradecraft to achieve a political objective, gather 
intelligence, or avert a crisis. Some examples of intrigue 
scenes include: recruiting a Regime spy at a crowded night 
club, infiltrating a gala to eavesdrop on conversations about 
classified Regime strategy, ferreting out a spy who has 
penetrated the Resistance, preventing a mass demonstration 
from becoming a violent frenzy, or deescalating an armed 
standoff. 


In an intrigue scene, the Receivers are trying to make 
progress towards fulfilling their agendas by accumulating 
enough talking points, all while their exposure steadily rises 
due to scene’s pressure. 


Agendas are sociopolitical outcomes that are advantageous 
to the Receivers and the Resistance. An agenda could 

be as banal as getting an invitation to an exclusive club, 

as dramatic as convincing a terrorist cell to release their 
hostages, as subtle as overhearing a sensitive piece of 
information, or as enduring as establishing an alliance 
between feuding factions. There might even be multiple 
agendas being pursued by the Receivers during a single 
scene of intrigue. 


Talking points track the Receivers’ progress towards 
fulfilling their agendas. The more talking points the 
Receivers accumulate, the closer they are to fulfilling 

their agenda. Depending on the complexity and effort 
involved in fulfilling an agenda, the Receivers may have to 
accumulate at least 20 talking points, as a team, to do so. 
More challenging intrigues may require the Receivers to 
accumulate 40 or more talking points in order to achieve 
their agenda! 


Pressure represents the overall level of secrecy, security, 
suspicion, and stress that permeates a scene of intrigue. The 
higher the pressure, the more likely it is that one or more 

of the Receivers will make a critical mistake: accidentally 
revealing her secret identity, overplaying her hand, or 
provoking a violent response she was trying to avoid. 


An intrigue scene ends when the Receivers have 
successfully fulfilled their agenda by accumulating enough 
talking points, or when any of them has accumulated 
enough exposure to trigger an emergency. 


While intrigue scenes are primarily comprised of heated 
debates, awkward overtures, strained negotiations, 
eavesdropping, and outsiders masquerading as insiders, 
they can also involve moments of stealth — “As the host 
prepares a toast, I use this opportunity to slink away and 
find his office” — or moments of acute violence — “Holding 
him by the collar, I slam him against the brick wall and tell 
him to talk before I lose my cool”. 


Rounds 


Intrigue scenes are structured in rounds. During a round, 
the GM increases each Receiver’s exposure by a value equal 
to the scene’s pressure. The players then take turns selecting 
tactics and rolling Ops. The GM shares the narration of Op 
outcomes with the players, depending on how well their 
Ops turn out. When things are going well for the Receivers, 
the players are telling most of the story. When things are 
going poorly for the Receivers, the GM is telling most of the 
story. 


To summarize, here is how a round is structured during an 
intrigue scene: 


e The GM sets the scene. 

e The GM adds exposure to the Receivers. 

e The players choose their Receivers’ tactics and roll Ops. 
e The GM and players narrate the outcomes. 


e Ifnone of the Receivers have triggered an emergency, 
begin a new round. 


Setting the Scene 


At the beginning of a scene, the GM will introduce the 
initial story elements and immersive details of the scene. 
She’ll describe when and where the scene is taking place, 
what other characters besides the Receivers are present, 
and what sights, sounds, smells, and sensations permeate 
the scene — thumping club music, dart boards, clanking 
Champaign bottles, overflowing ashtrays, shrieking arcade 
cabinets, or buzzing crowds. 
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In addition to establishing the setting, the GM will remind 
the players of the Receivers’ agenda, which is usually 
established before an intrigue scene begins. There are three 
general categories of agendas: changing minds, gathering 
intelligence, and escalating privilege. 


Changing Minds 

Convincing hesitant, skeptical, or antagonistic persons to 
reconsider their positions. Examples include recruiting a 
collaborator to spy for the Resistance, convincing Freedom 
Fist holdouts to surrender instead of fighting to the last 
man, coercing a jailor into facilitating a prison break, 

talking down protestors to keep their cool despite neo-Nazi 
incitement, or galvanizing a news room editor to run a story 
about a Regime atrocity. 


Gathering Intelligence 

Acquiring useful information from persons who would 
rather keep that information out of Resistance hands. 
Examples include blackmail material on Regime officials, 
plans for upcoming raids on Resistance safehouses, aliases 
of Regime spies who have infiltrated the Resistance, 
locations of Freedom Fist black sites, travel routes of 
prisoner transports, or the secret loyalties of seemingly 
neutral parties. 


Escalating Privilege 

Gaining access to locations, events, or individuals of high 
strategic value. Examples include securing an invitation to 
the gala’s exclusive after party, gaining an audience with 
a high ranking official, securing access to classified data 
systems, being inducted into a secret society, acquiring 

the uniforms or credentials needed to impersonate a VIP’s 
guards or servants, or bluffing past the guards into a 
restricted area. 


An intrigue scene requires at least one agenda. However, 
sometimes the Receivers will have to achieve multiple 
agendas during a scene of intrigue, sometimes in a 
particular order. For example, the Receivers may need to 
first weasel their way into an event they are not invited to 
(escalate privilege) in order to gain access to a person they 
need to influence (change minds) and a group they need to 
spy on (gather intelligence). 


A typical intrigue scene requires a number of talking points 
equal to number of Receivers present in the scene, times 10. 


This value may be distributed across one or more separate 
agendas, and the GM may determine that one or more 
agendas must be fulfilled before moving on to the next. 


Pressure 


Unfortunately for the Receivers, the participants of an 
intrigue scene are not just idling around waiting to be 
persuaded, manipulated, or coerced into doing their 
bidding. They have their own agendas and many of them 
might be inclined to report or detain suspected members of 
the Resistance in their midst. There may be other situational 
stressors, as well. The urgency of a hostage crisis, the high 
security of a government function, or the chaos of a mass 
demonstration can put a serious strain on the Receivers’ 
interactions with the scene’s other participants. All of these 
factors contribute to the likelihood that the Receivers’ 
overtures will be rejected, their attempts at intelligence 
gathering will be thwarted, and their secret identities will 
be revealed at the worst possible moment. We consolidate 
these factors into a single value called pressure. 


At the beginning of an intrigue scene, the GM should 
establish what is causing that pressure. Similar to how 
alarm works in evasion scenes, the pressure of an intrigue 
scene impacts all Receivers equally throughout the duration 
of an intrigue scene. Below are some examples of what 
pressure can look like, and the problems it causes for 
Receivers: 


Tense Situation 

A situation where the Receivers must be somewhat 
cautious during their attempts to change minds, gather 
intelligence, or escalate their privilege. The persons whom 
the Receivers are trying to influence or gather information 
on are impressionable, transparent in motive, and sloppy in 
tradecraft. If the Receivers are also undercover, they are in 
a situation where Resistance infiltration is not perceived as 
likely nor particularly threatening. A tense situation adds 2 
exposure to every Receiver at the start of each round. 


Hostile Situation 

A situation where the Receivers must be extremely cautious 
during their attempts to change minds, gather intelligence, 
or escalate their privilege. The persons whom the Receivers 
are trying to influence or gather information on are 

resolute in their beliefs, suspicious of outsiders, and likely 


| 
7 
e*enerneeeeneeeeere 
/,@eeeeeeene 


a 
2 
sl 
a 
. 
e 
. 
+ 
. 
. 
« 
7. 
. 


to play their cards close to their chest. If the Receivers are 
also undercover, they are in a situation where Resistance 
infiltration is perceived as a likely and serious threat that 
warrants extreme vigilance and strict adherence to security 
protocols. A hostile situation adds 3 exposure to every 
Receiver at the start of each round. 


An intrigue scene might contain only a handful of 
individuals that the Receivers need to influence, spy on, 
contend with, or avoid, despite how many people are 
present in a scene. For example, in a scene taking place 
during a mass demonstration or inside a crowded nightclub, 
the majority of people present are completely oblivious to 
the Receivers’ covert struggle. 


During a round, the GM always takes her turn first. Similar 
to scenes of evasion, the amount of exposure she assigns 

to each Receiver is static. She adds an amount of exposure 
equal to the scene’s pressure to each Receiver. She then takes 
some time to narrate the obstacles and escalating tensions 
the Receivers face. She might describe how an official the 
Receivers need to make contact with is currently in an 
intense discussion with two Regime bureaucrats. Perhaps 

a lobbyist is peppering the Receivers with questions, while 
Freedom Fist regulars in dress uniform stand near each 
entrance, their eyes slowly and methodically scanning the 
partygoers for malfeasance. Perhaps the Resistance contact 
who got the Receivers into the event is in attendance, but he 
looks slightly disheveled, as if something has gone seriously 
wrong. 


Intrigue Tactics 


The players take their turns after the GM. During a player’s 
turn, she selects a tactic for her Receiver and chooses its 
target: an agenda, an ally, or herself. There is no specified 
turn order, though players will quickly learn the optimal 
way to take their turns. Players are encouraged to talk about 
what they want to do and coordinate as they see fit. Once a 
player has committed to a tactic for her Receiver, she rolls 
an Op to determine how successful the Receiver was in 
executing this tactic. A player cannot change tactics once the 
dice hit the table. 


There are four primary tactics available to Receivers in a 
scene of intrigue, each one tied to a core processor. 


Gel (Judgement) — Decrease Your Own Exposure 

Gel is a method of reducing one’s own exposure by 
disappearing in a crowd by adhering to the spoken and 
unspoken social rules of a situation. This might include 
making small talk, binge drinking, quietly observing, 
gambling, telling safe jokes, speaking in hushed voices, 
dancing to music, keeping to the sidelines, snorting cocaine, 
noshing on hors d’oeuvres, joining in on a protest chant, or 
just generally doing what everyone else is doing. Gel is a 
Judgement Op, which reduces one’s own exposure by 1 per 
success. 


Snoop (Guile) — Cautiously Accumulate Talking Points 
Snoop is a cautious method of accumulating talking points 
by gaining access to restricted areas and secret insights 
through subterfuge, manipulation, keen observation, 

and calculated risk-taking. This might include telling 
convincing lies, eavesdropping on conversations, slinking 
away when no one’s looking, pickpocketing someone’s 
wallet, convincing a mark to keep drinking (and talking), 
“accidentally” stumbling into a restricted area, or scouring a 
filing cabinet or computer for a crucial piece of intelligence. 
Snoop is a Guile Op, which generates 1 talking point per 
success. 


Support (Valor) — Decrease an Ally's Exposure 

Support is a method of reducing an ally’s exposure by 
easing tensions, reducing an ally’s perceived vulnerability 
or threat, and providing active aid. This might include 
deescalating a tense argument with a calm voice or humor, 
coming to the defense of a cornered ally by bolstering 
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her alibi or subtly menacing those who cast aspersion on 
her, deflecting attention to someone else by appealing to 
bias or bigotry, or spilling a drink on someone to cause a 
distraction. Support is a Valor Op, which reduces an ally’s 
exposure by 1 per success. 


Confront (Aggression) — 


Recklessly Accumulate Talking Points 

Confront is a reckless method of accumulating talking 
points by shedding pretense with someone to win her 
confidence, scare her off, or compel her to speak the truth. 
This might include revealing incriminating evidence, 
slinging withering insults, uttering uncomfortable truths, 
engaging in or threatening violence, or making an offer she 
couldn’t possibly refuse. Confront is an Aggression Op, 
which generates 5 talking points plus 1 per success, while 
increasing one’s own exposure by 5. 


On Track or Off the Rails? 


If the Receivers have collectively accumulated enough 
talking points to fulfill all of their agendas, they have 
achieved the outcome they wanted: the ally has been 
recruited, the intelligence was gathered, the crisis was 
averted, etc. 


A Receiver that has 10 or more exposure after all players 
have rolled their Ops during a round has inadvertently 

or negligently caused some type of emergency, even if the 
group just completed their mission that round. The GM gets 
to narrate what this looks like in the story space. Perhaps 
she inadvertently offended a key stakeholder during 
negotiations or made a sudden gesture that was perceived 
as threatening by the gunmen holding hostages. Perhaps 
she said something that blew a hole in her alibi, potentially 
outing herself as a Resistance agent or cybernetic terrorist. 


Rebooting 


If a Receiver triggers an emergency, a player can opt 

to have her Receiver reboot once during a scene, which 
prevents the emergency and returns her to the scene with 0 
exposure. However, rebooting leaves a Receiver vulnerable. 
A vulnerable Receiver risks being removed from the 
campaign, due to death or capture, if she ends a round with 
her exposure at 10 or higher for the remainder of the scene, 
and the entirety of the next structured scene. 


Withdrawal 


The Receivers can opt to withdraw from a scene instantly, 
at any time, which results in mission failure. Sometimes 

it is better to flee and fight another day than risk losing 

a comrade. When withdrawing, each player narrates the 
details of their Receiver’s escape, and the GM narrates why 
the Receivers’ withdrawal has resulted in mission failure. 
However, when the Receivers withdraw, the GM rolls 1d10 
for each rebooted Receiver. If the result is equal to or less 
than the Receiver’s current exposure, they are removed 
from the campaign. 


Again, from the top 


That’s it! Time for a new round. Start at the top, with the 
GM setting the scene. Instead of introducing dramatic 
elements and immersive details to the scene, she updates 
them based on what transpired in the previous round. 
She’ll describe how and why the mood has changed, the 
conversations have evolved, and the plots have thickened. 
She’ll introduce new events — the concert is starting — or 
plot devices — a guest was found dead in the bathroom 
— as she finds dramatically appropriate. Her goal is to 
establish, solidify, and reinforce a mutual understanding 
of the scene’s events for the table, and set the tone for the 
forthcoming round. 


Ending the Scene 


An intrigue scene is complete when a round ends with all 
agendas fulfilled in position, or at least one Receiver has 
triggered an emergency. 


If all agendas have been fulfilled, the Resistance has 
prevailed. The Receivers are no longer in any danger of 
being outed or summarily rejected by those they interact 
with and are free to explore safely or prepare for their next 
task. Soon, it will be time to execute the next phase of the 
mission or return to HQ. 


If even a single Receiver has triggered an emergency 
(without rebooting), the Regime has prevailed. Either 
negotiations went south, the Receivers have been outed 

as Resistance spies, a standoff has erupted into deadly 
violence, or all the above. Instead of preparing for the next 
phase of the mission, the Receivers will likely need to take 
drastic measures to regain control of the situation. This 


\ might kick off a combat scene where the Receivers must 

¥ hold their own in the barroom braw] their actions triggered, 
an evasion scene where the outed Receivers must flee the 
government complex they infiltrated, or another intrigue 
scene where the Receivers must smooth over the fallout of 
their failed espionage mission. 


If the Regime has prevailed, then any Receiver who 
rebooted during that scene is lost. By rebooting her Receiver 
a player gives the GM permission to remove her Receiver 
; from the campaign in any way that seems dramatically 

yr feat appropriate. Perhaps she was snuffed out by a Freedom Fist 

sie regular working security in plainclothes or was abducted by 

Regime scientists for brainwashing. Either way, it’s time to 
create a new Receiver. 


During an intrigue scene, a player can choose to ignite the 
Signal. To do so, she simply declares she is igniting the 
Signal before, during, or after her Op regardless of what 
tactic she selected or whether she succeeded. The Signal 
goes up at the beginning of the next round. The only 
requirement for a player doing this is that she must explain 
how Resistance partisans “got the message.” This might 
involve politely asking to use the phone, finding a nearby 
phone booth, breaking into a luxury sedan to use its car 
phone, or making a gesture that nearby Resistance spotters 
know is their cue such as turning a baseball cap backwards 
or declaring a toast. To avoid triangulation by Regime 
forces, the Resistance brings the Signal down as soon as a 
scene is Over. 


Dramatic Failure: Gatfe 


Any time an Op during an intrigue scene results in a 
dramatic failure (-2 successes or worse), the GM increases 
the scene’s pressure by 1 or change the scene to “Signal 
Down status. 


Voice of the Qutgroup (Optional) 
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Voice of the Outrgroup is an entirely optional intrigue 

rule meant to crudely simulate how a dominant culture 
responds when perceived cultural outsiders become vocal 
or challenge that dominant culture’s precepts. This rule can 
be used by a character who is a member of an outgroup ina 
scene that is composed primarily of members of an ingroup. 


For example, a woman attending a business conference that 
is primarily hosting an old boy’s network of businessmen 
would qualify, even if she is a high-powered executive. A 
person of color attending a loyalist rally would also qualify, 
even if they are in league with the Regime. 


A player deciding to leverage the Voice of the Outgroup 
during her turn scores 2 successes per 10 rolled, but if the 
Op fails at all (scores 0 or less successes), it is considered 
a dramatic failure. She just needs to declare she is doing 
so before making her Op, and then incorporate ingroup/ 
outgroup dynamics in her narration. 


The Voice of the Outgroup can be a movement’s most 
powerful political weapon. When someone defies social 
expectations (typically the expectations of silence and 
obedience), it can be a showstopping call to action. 
However, its use comes at enormous risk to those who use 
it. When a member of an outgroup speaks, the ingroup will 
generally only hear her words if she is able to maintain 
absolute composure and incorporate some of the norms 
and expectations of the ingroup. Any release of emotion, 
moment of inconsistency, or factually debatable statement 
will inflame the ingroup, causing them to question her 
motives, attack her character, insult her intelligence, and cite 
anecdotes (however rare) to invalidate her argument. 


It is not fair, but those are the ingroup’s rules. When a 
woman makes an accusation against a powerful man, 

the ingroup will typically not believe her unless she is 
exceedingly attractive, articulate, powerful, or wealthy. 
When a black man is shot by the police, his case will not 
garner the ingroup’s sympathy unless he was a saint with a 
spotless academic record, a photogenic smile, and a history 
of community leadership. 


Note, the Voice of the Outgroup should not be leveraged 
by someone who is simply the scene’s oddball or outlier. 
For example, while an ivory tower academic attending a 
dirt bike race in the country might make for an awkward 
encounter or two, this isn’t a social difference deeply 
embedded in our conscious due to centuries of bias and 
social programming. Further, someone can still possess the 
ingroup’s social power even if they are the lone member of 
the ingroup present in the scene. After all, chances are good 
that society has their back. 


Again, this is an entirely optional rule. The decision to use it 


or not rests solely with each individual player, not the GM. 
This rule can put the Resistance’s most powerful voices 
front and center, but it also stands the potential of being 
infuriating and exhausting to players who endure this type 
of experience every day. 


The Intrigue Sheet 


Intrigue scenes should be managed with the Intrigue Sheet, 
so that talking points and current Receivers exposure is 
open knowledge to everyone at the table. While a typical 
intrigue scene requires each Receiver to accumulate 30-50 
talking points to conclude it successfully, the sheet supports 
up to 100 talking points in case a long and arduous intrigue 
scene makes the most sense for what is happening in the 
story space. 
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Narrating Great Intrigue Scenes 


Take it All In 


When Receivers aren’t engaged in conversation or angling 
for an outcome, they are watching the scene unfold. A 
Receiver opting to gel with a scene’s participants is not 
simply keeping a low profile; she’s putting herself in 

an optimal position to sit back and observe. Her player 
should take this opportunity to further build out the scene 
and animate its participants. What are people doing? 

What does their wardrobe choice for this event say about 
them? What does their body language say, and does it jive 
with what’s coming out of their mouth? What conscious 
and unconscious biases are playing out between social 
groups? How is the scene conforming to or defying the 
social conventions of fascism and loyalism? What painting, 
architectural feature, scenic vista, electronic gadget, bottle of 
wine, or live performance is absorbing people’s attention or 
serving as a conversation piece? While this world-building 
is its own reward, it also provides springboards for other 
players to tell their stories. 


Define the Point Before Reaching It 

The way SIGMATA handles dialogue might not seem 
intuitive at first, but it often results in some pointed and 
compelling conversations. Before engaging someone in a 
conversation, a player makes an Op. She then determines, 
based on how many successes she rolls, what the outcome 
of the conversation will be and shares it with the table. She 
could simply provide an overview of how the conversation 
went — “After slipping a twenty into his front pocket, he 
tells me that our mark is here and he’s wearing a gray suit 
and a red tie” — or she could enlist the GM to assume the 
role of the person she is talking to, and tell the GM what 
outcome she is looking for — “I want to talk to the doorman 
who was just disrespected by some lady wearing a dead 
animal around her neck, and I want him to tell me if he 
saw our man”. At that point, the player and the GM would 
have the conversation, in character, and drive towards the 
conclusion the player specified. If she wants to, the player 
can even pull one of the other players into the conversation, 
but remember, she owns the outcome of the Op and it’s 
everyone’s responsibility to drive towards that outcome. 
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Show Fascism, Don't be Fascist 

SIGMATA’s America is a political dystopia where bigotry 
is a form of patriotism, but this does not give license to the 
GM, or anyone at the table, to perpetuate bigotry in the 
name of roleplaying. Instead of relying on NPCs repeating 
slurs and stereotypes, the GM should show the societal 
consequences of bigotry, in as much detail as the table is 
comfortable with. Immigrant and indigenous families are 
forcefully shattered, with spouses split up and children 
snatched from their parents. People of color, particularly 
African Americans, are accosted at every step, forced to 
prove that they are “one of the good ones” before being 
allowed to get service at a bar, shop without being stalked 
by security, or survive a traffic stop by Freedom Fist soldiers 
terrified of their every move. Transgender people don’t 
officially exist in the eyes of the state, and it perpetuates 
their erasure at the hands of murderous mobs. It’s not 
investigated, nor does it make the papers. All of this 
systemic violence happens in broad daylight, right in front 
of a loyalist population that has been trained to ignore it 

all with the same level of indifference one shows by deftly 
stepping over a homeless person on the way to work. When 
any of this comes up in conversation, the response from the 
loyalist chorus is always the same: 


Defend the aggressor from the victim. Defend the 
powerful from the weak. Defend the rich from the poor. 
Defend the state from the people. 


Gift of the Stranger 

Don’t forget the Receiver’s Gift of the Stranger, which 
distorts both her appearance and voice in the eyes of anyone 
who does not know her handle. The visual aspect of this gift 
permits her to be as anonymous and unmemorable as she 
needs to be, allowing her to navigate virtually any social 
space without immediately raising suspicion. The vocal 
aspect of this gift allows her to communicate secretly with 
her allies directly in the presence of others. This gift permits 
players to engage in all the “table talk” they need to during 
any scene, sharing information and coordinating their 
actions in the story space, right in front of their adversaries 
if necessary. 


Subtle Subroutines 

The Gift of the Stranger also has the psychological effect of 
cuasing people who witness the Receivers’ most dramatic 
powers to invent plausible reasons for what they just 
experienced. The exploding television set was a freak 
accident. The man who passed out after answering the 
telephone must have had too much to drink. Players should 
feel free to incorporate these types of rationalizations in 
their narratives to explain why no one at the party is pulling 
the fire alarm or calling the Freedom Fist the moment weird 
phenomena begin to happen. At the same time, players are 
encouraged to think creatively about ways of leveraging 
Receiver powers during intrigue scenes, even if their most 
obvious utilization applies to combat. For example, if a 
Receiver can deploy super strength during combat, there’s 
no reason she couldn’t do the same during an intrigue scene 
to give someone an unforgettable handshake. 


CYBERNETIC 
VANGUARD 


Building the Rig 


This section provides instructions on how to fill out a 
Receiver Dossier, a sheet that every player will use to 
manage the individual Receiver they are playing. This 
summary also serves as an overview of the concepts 

that will be discussed throughout the remainder of the 
chapter. By chapter’s end, our reader should have a solid 
understanding of the exciting abilities and options available 
to Receivers. 
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Select a Name and Handle: Your Receiver has a real name 
as well as an elite-sounding handle, such as “4ng31,” 
“c3rb3ru5,” “dr4k3,” “Shiv4,” or “wr3ck3r”, that only her 
closest allies know. Don’t get too caught up in getting either 
of them just right, because both names and handles can be 
changed. 


Define a Surface: Your Receiver’s “surface” is essentially 
the first impression that most people have about her when 
they first meet her, or any time she is leveraging the Gift of 
the Stranger. It is usually defined by her basic demographic 
traits (apparent age, apparent race, apparent gender, 
apparent orientation, and apparent social class), noteworthy 
style or physical features (fashion choice, body type, or 
gait), and the most obvious or outward of personality traits 
(shy, serious, macho, gentle, etc.). A Receiver’s surface 
defines how society at large tends to deal with her, as well 
as defines what sort of people she fits in or clashes with. 


Define a Story: Your Receiver’s “story” is composed of the 
experiences, beliefs, interests, quirks, desires, and fears that 
comprise her true self: the identity that can only be seen 

by those capable of looking beyond her surface, typically 
because she has permitted them to do so. The elements 
that make up her story define who she is, what makes her 
happy, what struggles she has endured, and what she is 
willing, or unwilling, to do in order to achieve her goals. 
This is the person that the other Receivers see, hidden from 
the larger world by the Gift of the Stranger. Similar to her 
surface, which is mostly fluid, her story can change as new 
facts and experiences are added to it during play. 


Distribute 13 Points Between the 4 Core Processors: Each 
Core Processor must receive at least 1 point, and no Core 
Processor may receive more than 5 points. 


You’ve already been introduced to the Core Processors and 
have an idea of how they influence scenes. However, you 
might want to wait to distribute the 13 points until you read 
how they interact with the Receivers’ more extraordinary 
abilities: blades and subroutines. 


Select 2 Blades: Blades are performance enhancing 
cybernetic modules that give Receivers an edge even when 
the Signal is down. Your Receiver begins play with 2 of 
them installed in her chassis, but she will likely acquire 
more throughout her adventures. 
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Select a Subroutine Configuration: Subroutines are the 
incredible powers that Receivers have access to when 

the Signal is up. Elemental subroutines exploit nearby 
technology while Standalone subroutines amplify the 
powers of her cybernetic frame. Your Receiver begins play 
with one of these subroutine configurations: 


e 2 Standalones 
e 1 Standalone and 2 Elementals 
e 4 Elementals 


Select an Ultimate Subroutine: Ultimate subroutines are 
epic and profoundly destructive expressions of the Signal. 
These legitimately super-heroic, difficult to control powers 
allow a Receiver to take the Regime head on, even when it 
has her surrounded by Fist battalions supported by armor 
and air support. 


Select 1 Library: Libraries are collections of skills, 
techniques, and impulses that define how Receivers 
approach certain types of problems like lethal firefights, foot 
chases, or high-stakes negotiations. Your Receiver begins 
play with 1 Library. 


Define 1 Memory: Memory is a powerful flashback that a 
Receiver can unlock in desperate situations, imbuing her 
with the strength, inspiration, or fury she needs to overcome 
virtually any obstacle. Your Receiver begins play with 1 
Memory. 


When you define the memory, record who the memory is of, 
and which core processor it is linked to. 


Define 3 Peripherals: Peripherals are the tools, weapons, 

useful pieces of equipment, or items of sentimental value 

that can grant Receivers a small but significant advantage 
when trying to execute a tactic. Your Receiver begins play 
with 3 Peripherals. 


When you define each peripheral, record what kind of 
object, accessory, or resource each peripheral is, and what 
combat, evasion, or intrigue tactic it augments. 


Blades and Subroutines 


When the Signal is up, the Receiver is simultaneously a 
cybernetic weapons-platform that outclasses virtually 
any conventional military adversary, and an asymmetric 
disruptor to even the most entrenched of political 
paradigms. When she is not leading the charge against 
battalions of Regime infantry and armor, or serving as 
the People’s Shield protecting mass demonstrations from 
the brutality of a militarized police force and neo-Nazi 
hooligans, she is engaging in clandestine activity deep 
within enemy territory in order to destabilize the Regime’s 
political power structures. 


The sections that follow discuss the Receiver’s most 
powerful expressions of the Sigmata: blades and subroutines. 
Blades are performance-enhancing cybernetic implants that 
permit a Receiver to push her biomechanical chassis to its 
limits. Subroutines are dramatic superpowers that permit a 
Receiver to channel the Signal as a destructive force or as a 
tool to exploit the technology around her. A Receiver always 
has access to the blades installed in her chassis, but only has 
access to subroutines when the Signal is up. 


Blades 


The Receiver’s cybernetic body is referred to as her chassis 
or case. Each Receiver’s chassis is a unique biomechanical 
marvel. The seams separating her metal plating, the hue of 
her bullet proof epidermis, and the distribution of robotic 
to biological parts throughout her frame distinguishes her 
new body, visually, from others who have experienced 

the Sigmata. However, it is what’s under the hood that 
truly distinguishes one Receiver chassis from another. A 
Receiver’s back pops open with a pneumatic hiss, revealing 
a cavity of electric inputs and whirring processors where 
she houses her blades; performance-enhancing cybernetic 
hardware modules that can be installed in her chassis. 


Blades were once mundane circuit boards, the type you’d 
find by cracking open a boom box, arcade cabinet, home 
computer system, or elevator control panel. However, a 
rare defect in their construction made these circuit boards 
susceptible to the Signal. They were transformed by the 
Sigmata, just as Receivers are: surging with violent energy, 
burning the consumer electronics surrounding it to a crisp. 
To most people, these malfunctioning boards appear as 
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warped silicon husks to be thrown in the trash or sent back 
to the manufacturer for a refund. Only Receivers see their 
true nature: sleek, cybernetic modules that fit perfectly 
inside her chassis, imbuing her with newfound power. 


Blades change the calculous of tactics selection during 
scenes of combat, evasion, or intrigue. They make a Receiver 
particularly adept at performing specific tactics or dealing 
with certain types of threats and complications. Though 
most blades only have a gameplay impact on specific 
tactics, players are absolutely encouraged to incorporate the 
story aspects of their Receiver’s blades into any scene they 
want to. For example, the “Ghost Mesh” blade that makes 

a Receiver partially invisible only has a mechanical effect 
during evasion scenes, but a player can incorporate partial 
invisibility into the stories she tells about her Receiver 
during a firefight or a social exchange. 


Combat Blades 

Siege Mesh: This blade causes a Receiver’s flesh to rapidly 
generate extra layers of hardened cybernetic plating that 
breaks away upon impact and regenerates seconds later. 
During combat scenes, she automatically reduces her 
exposure by 1 at the start of each round. 


Tracer Step: This blade causes a Receiver to project blurry 
after-images of herself as she dashes from point to point on 
the battlefield, making it extremely difficult to anticipate her 
movements or lead her with small arms fire. When she uses 
the Flank tactic, she reduces her own exposure by 1 point 
for every 2 successes rolled, rounding down. 


Aegis Eyes: This blade predicts and displays the visual 
telemetry of a firefight in a Receiver’s field of vision, 
including past, current, and future vectors for projectiles 
and moving bodies. When she uses the Suppress tactic, her 
successes apply to two allies instead of one. So, for example, 
if she gets one success, she can reduce the exposure of two 
allies by one point. 


Bunker Morph: This blade causes the plates and panels of 

a Receiver’s cybernetic flesh to fold out and form a phalanx 
of overlapping bulletproof plates, shielding her from 
incoming kinetic force. She gains an additional success any 
time she uses the Regroup tactic, so long as she rolled 1 or 
more successes total. This additional success counts towards 
processing subroutines. 


Force Points: This blade reconfigures a Receiver’s limbs 
and joints to house retractable weaponry - such as ripping 
claws, pneumatic hammers, or monofilament whips - which 
can be expressed at will, making her extremely lethal 

in close quarters. When she uses the Storm tactic, she is 
permitted to change the +5 bonus (and matching penalty) 
to any lower number, declared before making the Op. So, 
for example, instead of Storm adding 5 exposure to a target 
while incurring 5 exposure, she could decide on adding 3 
exposure to a target while incurring 3 exposure. 


Tactical Neural Net: This blade harvests raw data from a 
Receiver’s sensory inputs, transforms this data into tactical 
information, and then transmits this information to other 
Receivers via an undetectable radiological pulse. Any time 
she rolls 3 or more successes on an Op during a combat 
scene, she reduces the exposure of any one of her allies by 1. 


Evasion Blades 

Ghost Mesh: This blade causes a Receiver’s flesh, clothing, 
and equipment to absorb and deflect light in a way that 
makes her appear to glitch in and out of human-visible 
spectrums. During evasion scenes, she automatically 
reduces her exposure by 1 at the start of each round. 


Mute Gyros: This blade activates miniature gyrostabilizers 
inside the Receiver’s joints and torso, expertly shifting her 

weight in a manner that makes it very difficult to hear her 

footfalls or tumbling maneuvers. When she uses the Sneak 
tactic, she reduces her own exposure by 1 point for every 2 
successes rolled, rounding down. 


Sonic Sight: This blade predicts and displays the audio 
telemetry of an environment in a Receiver’s field of vision, 
compiled from the breathing, footfalls, and heartbeats of 
nearby witnesses and sentries. When she uses the Deny 
tactic, her successes apply to two allies instead of one. So, 
for example, if she gets one success, she can reduce the 
exposure of two allies by one point. 


Chameleon Camo: This blade allows a Receiver to instantly 
coat her flesh, clothing, and equipment with a photoreactive 
liquid metal that assumes the color and texture of her 
surroundings. She gains an additional success any time 

she uses the Fade tactic, so long as she rolled 1 or more 
successes total. This additional success counts towards 
processing subroutines. 
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Gravity Spurs: This blade reconfigures a Receiver’s limbs 
and joints to house retractable hooks, pitons, and pulleys, 
enabling her to execute gravity-defying maneuvers such 

as running up walls or crawling across ceilings. When she 
uses the Rush tactic, she is permitted to change the +5 bonus 
(and matching penalty) to any lower number, declared 
before making the Op. So, for example, instead of Rush 
adding 5 waypoints while incurring 5 exposure, she could 
decide on adding 3 waypoints while incurring 3 exposure. 


Navigational Neural Net: This blade builds a mental model 
of an operational environment, calculates optimal paths of 
ingress and egress, and then transmits these optimal paths 
to other Receivers via an undetectable radiological pulse. 
Any time she rolls 3 or more successes on an Op during an 
evasion scene, she reduces the exposure of any one of her 
allies by 1 point. 


Intrigue Blades 

Elysian Mesh: This blade causes a Receiver’s flesh to 
shimmer with micro-patterns of visible light that are so rapid 
and subtle they are imperceptible to the conscious eye, but 
pulse in a manner that calms the lizard brain of those who 
look upon her. During intrigue scenes, she automatically 
reduces her exposure by 1 at the start of each round. 


Snake Eyes: This blade causes minute fractals of light in a 
Receiver’s irises to swirl in a hypnotic pattern that results 
in a subconscious pacifying effect in any subject she makes 
direct eye contact with. When she uses the Snoop tactic, she 
reduces her own exposure by 1 point for every 2 successes 
rolled, rounding down. 


Social Scout: This blade displays the behavioral telemetry 

of groups in the Receiver’s field of vision, using facial 
micro-expressions, body language, body temperature, and 
breathing patterns to map out social pathways and barriers. 
When she uses the Support tactic, her successes apply to two 
allies instead of one. For example, if she gets one success, she 
can reduce the exposure of two allies by one point. 


Mimetic Regulator: This blade permits a Receiver to 
analyze the voice, vocabulary, gait, gestures, movements, 
and mannerisms of a subject, and then reprogram her 

own behavior to manifest in a similar fashion. She gains 
an additional success any time she uses the Gel tactic, so 
long as she rolled 1 or more successes total. This additional 
success counts towards processing subroutines. 


Vox Mechani: This blade augments a Receiver’s voice, 
allowing her to emit sonic and ultrasonic frequencies that 
cannot actually be heard by humans but do cause them 
feelings of physical euphoria or distress, depending on the 
Receiver’s intent. When she uses the Confront tactic, she is 
permitted to change the +5 bonus (and matching penalty) to 
any lower number, declared before making the Op. So, for 
example, instead of Confront adding 5 talking points while 
incurring 5 exposure, she could decide on adding 3 talking 
points while incurring 3 exposure. 


Social Neural Net: This blade logs the written, verbal, 
or visual communication strings a Receiver experiences, 
performs a textual analysis on them, and then transmits 
the insights of this analysis to other Receivers via an 
undetectable radiological pulse. Any time she rolls 3 or 
more successes on an Op during an intrigue scene, she 
reduces the exposure of any one of her allies by 1 point. 


Utility Blades 

Boot Disk: This blade processes a single subroutine of a 
Receiver’s choice at the very beginning of a scene, making 
it immediately available for execution so long as the Signal 
is up. A Boot Disk is not tied to a specific subroutine; the 
Receiver chooses which subroutine to process at the start of 
each scene. 


Error Handling: This blade controls a sensor array 
configured to detect sudden and severe mechanical stress 
and instantly respond by executing context-sensitive 
emergency maneuvers. Any time a Receiver with this blade 
accumulates 10 or more exposure, she instantly processes a 
subroutine. 


ETL Module: This blade performs a one-way transformation 
of radiological energy, permitting the Receiver to process a 
subroutine associated with a core processor different from 
the core processor that kicked off the processing. The player 
defines a single one-way transformation when the blade 

is installed (Guile Ops can process Valor subroutines), and 
she can engage it at will (a Guile Op can process a Guile 
subroutine or a Valor subroutine). 


Overclocked: This blade configures a core processor, 
chosen at the time of blade installation, to perform faster 
than normal tolerances typically allow. The player chooses 
a single core processor when this blade is installed, such 
as Aggression, causing all subroutines that leverage this 
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core processor to operate at 1 level higher than its rating 
(e.g. Aggression is rated 3, but all Aggression subroutines 
operate as if it was rated 4). Overclocking cannot push 
subroutine performance past 5, however. 


Load Balancer: This blade optimally distributes mechanical 
stress between any nearby Receivers who also have this 
blade installed. Immediately after the GM increases 
Receiver exposure at the start of a round, a Receiver with 
this blade installed can transfer up to 3 of her current 
exposure to another Receiver with this blade installed, so 
long as the recipient agrees to accept the exposure. 


Liquid Cooling: This blade deploys a liquid metal coolant 
into the circulatory system of a Receiver when her chassis 
suffers catastrophic levels of mechanical stress induced by 
damage or mental tension. Once per scene, if the Receiver 
ends a round with 10 or more exposure, she is permitted 
to continue play into the next round without consequence, 
maintaining her current level of exposure. 


Blades During Free Play 

Players are permitted to invoke their blades during free 
play. Before making an Op, she can determine if one of 

her blades could possibly assist her in getting the outcome 
she desires. For example, if she needs to scale a sheer 
surface, her Gravity Spurs might be useful. If she is trying 
to deescalate a traffic stop, her Snake Eyes might be useful. 
Invoking a blade during free play permits a player to count 
any core dice resulting in 10 as two successes, so long as 
she is able to incorporate the blade’s story elements into 
how she narrates the outcomes. The GM may veto this 
effect if she determines the player’s incorporation of a blade 
stretches credulity. 


Signal Snares 

A blade has its uses even when it is not installed in a 
Receiver’s chassis, and the Regime has made good use 

of them. A blade within proximity of the Signal begins to 
vibrate, glow incandescently, and generate intense heat, 
making for a natural sensor capable of detecting when 
nearby Resistance partisans are broadcasting the Signal. To 
capitalize on this fact, SIG-Ops developed “signal snares,” 
devices that look like military-grade microwaves, each 
containing a blade. When a signal snare detects that the 
blade inside it is manifesting anomalies, it sounds an alarm, 
such as a klaxon or an automated phone call to an EYE- 
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Ops command center. Signal snares are strategically placed 
throughout any territory the Regime occupies. While many 
of them are fixed near strategically important locations, 
some are deployed in Freedom Fist APCs patrolling the city. 


Subroutines 


Subroutines are powerful expressions of the Signal. Where 
blades are subtle cybernetic enhancements, subroutines are 
dramatic superpowers. They permit Receivers to perform 
extraordinary feats such as teleporting over phone lines, 
spying through television sets, awakening an army of 
semi-sentient consumer electronics, anticipating the actions 
of adversaries seconds before they occur, and screaming 
out laser beams. However, a Receiver cannot leverage 
subroutines at will. Subroutines only manifest when a 
Receiver is both in range of the Signal and experiencing 
acute levels of stress, such as the stress brought on by 
violent conflict, tension-spiked social encounters, and 

the fear of getting caught while committing illegal acts. 

Of course, given that these types of situations are a near 
constant occurrence for cybernetic revolutionaries on 

the run, Receivers will have plenty of opportunity to use 
subroutines, so long as the Resistance can keep repeating 
the Signal. 


The execution of a subroutine can be as dramatic or subtle as 
a Receiver needs it to be. She can leave a smoldering ruin in 
her wake, or she can leave little to no trace at all. It depends 
on what she is does with her subroutines and how the player 
narrates their use. For example, consider the subroutine 
“Cathode Warp,” which entails a Receiver crawling into 

one television set only to crawl out of another seconds later. 
She could use this subroutine to abruptly emerge from a 
television in a living room to the absolute horror of a family 
watching a football game. Alternatively, she could use this 
power to “vanish” from soldiers chasing her the second she 
turns a corner; her pursuers having no idea that she dove 
into the screen of a nearby arcade cabinet. Perhaps it is a side 
effect of the Gift of the Stranger, but people who witness 
subroutines being executed will find ways to rationalize 
what they saw. “It was just an equipment malfunction,” or 
“I’m exhausted and my eyes were playing tricks on me,” or 
“She must have been hopped on some serious drugs to pull 
that off,” are common explanations. 


Mechanically, subroutines allow a player to add successes 
to an Op, after the Op is rolled, so long as the player can 
incorporate the subroutine’s effects into her narration. If a 
Receiver is using a subroutine that momentarily grants her 
super strength, her player must emphasize super strength 
when she is narrating the outcome of her Op. 


Jake, playing a Receiver named “SyklOps,” opts to use 
the Wrecking Ball subroutine during a combat scene to 
augment the Flank tactic. Wrecking Ball adds a number 
of successes equal to SyklOps’s Valor, which is 5. He 
rolled —1 success, but his use of Wrecking Ball increases 
that to 4 successes. Wrecking Ball imbues a Receiver 
with super strength, which Jake must incorporate into 
his narration of events. Jake describes how SyklOps 
tears a car door off a nearby sedan and uses it to shield 
himself from incoming fire as he advances on the 
enemy's position. 


Subroutines must be processed before they can be used. Each 
subroutine is tied to a specific core processor. When a player 
rolls a dramatic success on an Op (3 or more successes) 
during a structured scene, she can process a single 
subroutine that is tied to the same core processor she used 
during that Op. For example, if a Receiver just dramatically 
succeeded at the Storm tactic, an Aggression Op, she can 
process a single subroutine that is tied to the Aggression 
core processor. Once a subroutine is processed, it can be 
executed at will, beginning next round, so long as the Signal 
is up. 


Sara, playing a Receiver named “D4rk4rt,” opted to 
use the Sneak tactic during an evasion scene and scored 
a dramatic success on her Op, which used Guile. She 
then opts to process the Cathode Warp subroutine, 
which is tied to Guile, so she can use it later in the 
scene. 


Once a subroutine is executed, it is no longer processed. It 
must be processed again to be executed again. Further, the 
execution of a subroutine negates an Op’s ability to process 
another subroutine, regardless of how well a player rolled. 
To process another subroutine, she must get a dramatic 
success on an Op without the help of a subroutine. 


Subroutines can only be executed when the Signal is up, but 
they can be processed regardless of whether the Signal is 
up or down. However, processing can only occur during a 
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structured scene. Players cannot, for instance, use scenes of 
free play to process their subroutines before jumping into 

a combat scene. When a structured scene is completed, a 
Receiver’s subroutines are no longer processed. 


Radiological Synergy 

Due to the radiological synergy between Receivers, a player 
who scores a dramatic success on an Op can choose to 
process another Receiver’s subroutine instead of her own, 
as long as it’s tied to the same core processor. That other 
Receiver can then execute the subroutine later in the scene, 
beginning on her very next turn. 


Jake, playing a Receiver named “SyklOps,” used the 
Support tactic during an intrigue scene and scored a 
dramatic success on his Op, which used Valor. Since 
his Receiver has no subroutines tied to Valor, he 
transfers it to Mohammad, who is playing a Receiver 
named “Z1pp3r.” Z1pp3r has the Wall of Sound 
subroutine, which is tied to Valor, and he uses SyklOps’ 
dramatic success to processes it. Since Jake took his 
turn first this round, and it is now Mohammad’s turn, 
Mohammad can use the Wall of Sound subroutine 
immediately, or save it for later. 


Subroutines During Free Play 

Generally speaking, subroutines are not available during 
free play because the Signal is not up and Receivers are 
unlikely to be experiencing the levels of acute stress that 
cause them to manifest. If for some reason both of these 
factors line up during free play, perhaps because the 
Receivers just won a battle but a nearby hospital has caught 
fire, GMs are encouraged to allow players to be as super- 
heroic as they want to be with their subroutines. If a player 
is augmenting an Op with a subroutine, just assume she 
succeeds in dramatic fashion without a roll. The player is 
still on the hook to narrate the dynamic outcome of her 
heroics. 


Subroutine Management 

On the Receiver Dossier sheet, towards the end of each 
subroutine entry, there is a large box underneath the 
“processed” heading. When a subroutine is processed 
during play, check this box. When that subroutine is 
executed, erase the check. 


Elemental Subroutines 

Elemental subroutines, or elementals, permit a Receiver 

to exploit the technology that surrounds her in terrifying 
and wondrous ways. Given the ubiquity of technology in 
American cities, such as televisions, radios, telephones, 
consumer electronics, and electrical infrastructure, 
elementals make it trivial for a Receiver to turn her 
environment into a weapon, shield, or situational 
advantage. However, elementals become less useful in rural 
and natural environments where technology is considerably 
less ubiquitous. That’s not to say that elementals cannot be 
used effectively there, only that players may require a little 
more creativity than usual to explain where the technology 
came from and how it will be exploited to get the outcome 
she desires. 


When using elementals, players are encouraged to push 
their directorial control of a scene to its limits. Cathode 
Warp, for example, requires a television set to jump into 
and another one to jump out of. There is no need to ask 
the GM where the nearest television is located, how many of 
them are in the apartment complex, or whether or not they 
need to be plugged in. Players should paint the scene to 
facilitate the story they wish to tell. Conjure up a breakroom 
with a television, or a conversion van with a television 

in it parked nearby, and then position the patrolling 
Freedom Fist soldiers right next to it. If the GM feels your 
explanation violates the tone or stretches credulity too far, 
such as a timely airdrop of consumer electronics to deliver 
a television to the scene, she may ask for a do-over or 

veto the use of the subroutine. That’s the tradeoff a player 
makes when selecting elementals: sometimes the requisite 
technology just isn’t available. 


Elementals are introduced below, each sorted into their 
technological element: television, telephony, radio, and 
electronics. There are four subroutines for each element, 
each tied to a different core processor and listed in 
alphabetical order. 
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Television Elementals 

These subroutines allow a Receiver to use television sets, 
computer monitors, and arcade cabinets to her tactical 
advantage. 


Cathode Claymore (Aggression): this subroutine allows 

a Receiver to close her eyes, attune herself to the flow of 
broadcast television waves, and compel the cathode tubes of 
nearby televisions, computer monitors, and arcade cabinets 
to erupt like cannons, each one spewing glass, shrapnel, and 
arcs of destructive energy. With this power, she can instantly 
convert any living room, sports bar, arcade, or consumer 
electronics store into a veritable kill zone. The Receiver adds 
a number of successes equal to her Aggression rating to 

her tactic, so long as her player can narrate how exploding 
televisions and monitors assisted her. 


Cathode Eye (Judgement): this subroutine allows a 
Receiver to gaze into the screen of a turned-on television 
set, computer monitor, or arcade cabinet, extend her 
consciousness into the electrical current, and see from the 
perspective of any similar device in the vicinity. She can use 
the intelligence she gleans from this temporary surveillance 
network to outmaneuver her enemies and provide guidance 
to her allies. The Receiver adds a number of successes equal 
to her Judgement rating to her tactic, so long as her player 
can narrate how spying through television and monitor 
screens assisted her. 


Cathode Warp (Guile): this subroutine allows a Receiver to 
press herself against the screen of a television set, computer 
monitor, or arcade cabinet, transform her material form into 
electrical ether, travel at the speed of light, and then crawl 
out of the screen of any similar device in the vicinity. This 
form of teleportation allows her to bypass virtually any type 
of security protocols, instantly get the drop on otherwise 
unassailable foes, or horrify witnesses with a display that 
blurs the boundaries between television and reality. The 
Receiver adds a number of successes equal to her Guile 
rating to her tactic, so long as her player can narrate how 
teleporting through a screen assisted her. 


Videodrones (Valor): this subroutine allows a Receiver to 
concentrate on a television set, computer screen, or arcade 
cabinet, and then project the characters and creatures of the 
show or videogame into the senses of those who are in her 
vicinity. Her captive audience begins to see, hear, and feel 


these illusory beings as if they were part of the corporeal 
world. These illusions can thrill, delight, distract, inform, 
or horrify their audience, depending on what the Receiver 
wants her audience to experience. The Receiver adds a 
number of successes equal to her Valor rating to her tactic, 
so long as her player can narrate how these temporary 
illusions assisted her. 


Telephony Elementals 

These subroutines allow a Receiver to use telephones, 
telephone lines, and digital modulation to her tactical 
advantage. 


Call Collector (Judgement): this subroutine allows a 
Receiver to pick up a phone or lay a hand on bare phone 
wire to harvest the traces of conversations that have 
traversed it in the past. The conversations play back to her 
rapidly, as if she were listening to a recording played in fast 
forward. If any of the previous conversations were between 
modems, she is able to demodulate and visualize every 
byte and keystroke that rode the wire. The Receiver adds a 
number of successes equal to her Judgement rating to her 
tactic, so long as her player can narrate how this harvested 
intelligence assisted her. 


Data Block (Valor): this subroutine allows a Receiver to 
mentally conjure a three dimensional object and compel 

a nearby telephone to demodulate that mental object into 
physical reality. The phone emits a glowing, translucent 
three dimensioning image that hangs in the air in a fixed 
position, immovable or impassable until it completely 
deteriorates, one pixel at a time. The conjured object can be 
helpful, such as a wall to temporarily block small arms fire 
or a platform to stop a fall, or harmful, such as a stopper 

to prevent a door from opening or a pole materializing in 
front of a speeding sportscar. The Receiver adds a number 
of successes equal to her Valor rating to her tactic, so long 
as her player can narrate how a conjured three dimensional 
object assisted her. 


Last Call (Aggression): this subroutine allows a Receiver 
to pick up a phone to reach out and harm someone. After 
she dials a number, waits for a reply, and confirms it is the 
party she was hoping to make contact with, she unleashes 
a horrifying shriek of modulated data that crescendos 
over the telephone line and causes severe mental trauma 
or cranial injury to the person listening on the other end. 
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The Receiver adds a number of successes equal to her 
Aggression rating to her tactic, so long as her player can 
narrate how she got her mark to pick up the phone. 


Phone Home (Guile): this subroutine allows a Receiver to 
lay a hand ona phone, modem, or fax machine, transform 
her material self into electric ether, travel at the speed of 
light over phone line, and materialize at another phone, 
modem, or fax machine that is part of the same exchange 
(not long distance). This form of teleportation allows her 
to instantly travel great distances to either escape perilous 
situations or teleport herself directly into an area of 
operation. The Receiver adds a number of successes equal 
to her Guile rating to her tactic, so long as her player can 
narrate how teleporting over the phone line assisted her. 


Electrical Elementals 

These subroutines allow a Receiver to use electricity, 
electrical infrastructure, and consumer electronics to her 
tactical advantage. 


Gridlash (Aggression): this subroutine allows a Receiver to 
touch electrical infrastructure, attune herself to the copper 
cable it flows through, and animate all the cabling in the 
vicinity like tentacles. Powerlines snap free from utility 
poles, wiring bursts through drywall, and colored cables 
protrude out of electronics. These tendrils obey the will 

of their master, whether to ensnare her enemies, create 
impassible lattices, or crudely route electricity in a way 
that helps or creates a hazard. The Receiver adds a number 
of successes equal to her Valor rating to her tactic, so long 
as her player can narrate how animated copper tentacles 
assisted her. 


Gremlin Uprising (Valor): this subroutine allows a Receiver 
to enlist the help of nearby electrical devices to torment her 
enemies or help her allies, as if these inanimate objects were 
sentient. Elevators arrive just in time or hold passengers 
captive. Traffic lights change to facilitate an escape or 
orchestrate a collision. Neon lights dim to hide allies or 
glow to illuminate foes. Whether it is consumer electronics 
or electrical infrastructure, an army of “smart” devices will 
either aid the Receiver or execute a catastrophic failure on 
demand. The Receiver adds a number of successes equal to 
her Aggression rating to her tactic, so long as her player can 
narrate how helpful or haywire electronics assisted her. 


Tarball (Guile): this subroutine allows a Receiver to 

touch a handheld inanimate object and transform it into 

a removable storage medium of her choice: floppy disk, 
cassette tape, or VHR cassette. When that storage medium 
is placed in the appropriate playback device and accessed, 
the storage medium disintegrates and materializes into 

the original object, right into the Receiver’s hands. The 
compressed object can be no larger than something that 
could be fit into a large duffel bag or double tier gym locker. 
The Receiver adds a number of successes equal to her Guile 
rating to her tactic, so long as her player can narrate how 
the sudden appearance or miniaturization of an object 
assisted her. 


Spark Sense (Judgement): this subroutine allows a Receiver 
to emit a gentle pulse of static electricity that transforms 
the local electrical grid into an extension of her nervous 
system. She can then visualize the electrical infrastructure 
in the vicinity, gaining intuitive structural knowledge of 
her immediate environment. She can also sense the static 
electricity of bodies moving throughout this environment, 
allowing her to intuit the location and trajectory of friends 
and foes alike. The Receiver adds a number of successes 
equal to her Judgement rating to her tactic, so long as her 
player can narrate how electrical situational awareness 
assisted her. 


Radio Elementals 
These subroutines allow a Receiver to use radio waves, 
radio antennas, and speakers to her tactical advantage. 


Liberation Frequency (Aggression): this subroutine allows 
a Receiver to take a deep breath and unleash a seismic roar 
that is not heard coming from her, but emitted from the 
antennas and speakers of any device in the area capable 

of receiving radio transmissions. The destructive sound 

is capable of bursting eardrums, blowing out windows, 
stripping flesh to the sinew, cracking the foundation of 
buildings, and shaking open sinkholes. The Receiver adds 
a number of successes equal to her Aggression rating to her 
tactic, so long as her player can narrate how the crushing 
decibels assisted her. 


Transistor Ear (Judgement): this subroutine allows a 
Receiver to extend her consciousness into carrier waves and 
begin to listen in on conversations and events occurring 
nearby all radios and antennas in the vicinity, as if they 
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were all part of her personal eavesdropping network. 

The Receiver adds a number of successes equal to her 
Judgement rating to her tactic, so long as her player can 
narrate how radio-clairvoyant eavesdropping assisted her. 


Transistor Whisper (Guile): this subroutine allows a 
Receiver to demodulate her voice into carrier waves and 
emit subliminal messages from all radios and antennas 

in the vicinity, imbuing her audience with powerful, 
unexplainable compulsions. Though her mouth moves, 

no sound comes out. Instead, her voice is heard by the 
subconscious mind of any one she chooses and is obeyed. 
The Receiver adds a number of successes equal to her Guile 
rating to her tactic, so long as her player can narrate how 
subliminal messages assisted her. 


Wall of Sound (Valor): this subroutine allows a Receiver to 
compel nearby radio antennas to emit an invisible sphere 

of kinetic force that radiates a few meters from its source. 
This radiological barrier is strong enough to shield someone 
from bullets, hurl heavy objects away from its source, stifle 
all sound within its range, or crush victims between two 
antennas nearby one another. The Receiver adds a number 
of successes equal to her Valor rating to her tactic, so long as 
her player can narrate how spheres of energy assisted her. 


Standalone Subroutines 

Standalone subroutines, or standalones, are powers that 
permit a Receiver to channel the Signal and imbue herself 
with a temporary burst of strength, speed, intellect, or 
presence. Unlike elementals, standalones do not rely on the 
ubiquitous consumer electronics, electrical infrastructure, or 
sea of radio waves found in cities and towns, making them 
broadly useful and easy to narrate no matter where a scene 
takes place. 


Adaptive Armature (Judgement): this subroutine allows 

a Receiver to rapidly transform parts of her biomechanical 
physiology into a mechanical apparatus that performs 
work or integrates directly with another machine. While 
this mechanical expression cannot dramatically change a 
Receiver’s size or shape, her imagination is the limit when 
it comes to how this subroutine manifests. For example, she 
could transform her face to ingest a film reel and project its 
content from her eyes, or transform her arm into a winch in 
order to rapidly ascend an elevator cable. The Receiver adds 
a number of successes equal to her Judgement rating to her 


tactic, so long as her player can narrate how mechanical 
metamorphosis assisted her. 


Crash Test Chassis (Valor): this subroutine allows 

a Receiver to manifest near invulnerability and 
imperviousness to pain for a couple of seconds. Like a 
resilient ragdoll, she slowly gets up and dusts herself off 
after enduring the types of kinetic trauma that ordinarily 
kill instantly: a high-speed motorcycle collision, a fall from 
a high-rise balcony, a self-inflicted bullet to the head, or a 
leap onto a grenade thrown near her fireteam. The Receiver 
adds a number of successes equal to her Valor rating to her 
tactic, so long as her player can narrate how momentary 
invulnerability assisted her. 


Fast Forward (Judgement): this subroutine allows a 
Receiver to speed through the tape on reality and predict 
what is about to happen next. She is not actually bending 
spacetime so much as putting her analytical skills into 
overdrive and testing dozens of possible scenarios and 
outcomes in her head in a matter of seconds. The scenes, 
sensations, conversations, and events of each scenario 
course through her mind at a rapid clip, too fast to make 
clear sense of, but slow enough to lend her a useful 
impression of what’s to come. When her thoughts return to 
the here and now, she has the insight she needs to anticipate 
and impact the near future. The Receiver adds a number 

of successes equal to her Judgement rating to her tactic, so 


long as her player can narrate how precognition assisted 
her. 


Lightning Rod (Aggression): this subroutine allows a 
Receiver to transmit infrasonic frequencies that cause acute 
neurological agitation, drawing the attention and aggression 
of virtually everyone in the vicinity. Though the subjects 

of this subroutine cannot actually hear the frequency 
causing them distress, they are keenly aware that it is 
originating from the direction of the Receiver generating 

it. The Receiver adds a number of successes equal to her 
Aggression rating to her tactic, so long as her player can 
narrate how subliminal agitation assisted her. 


Signal Flare (Aggression): this subroutine allows a Receiver 
to convert the bioelectrical energy of her cybernetic frame 
into blinding light. Her mouth, her eyes, and every seam 

on her body that separates plates of metallic flesh begins to 
glow with iridescent light, as if she was about to explode. 
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The sight is as wondrous as it is overwhelming, causing 
temporary blindness and abrupt emotional responses 
from those who gaze upon this expression of the Signal. 
The Receiver adds a number of successes equal to her 
Aggression rating to her tactic, so long as her player can 
narrate how blinding light assisted her. 


Slow Motion (Guile): this subroutine allows a Receiver to 
move so fast that the world around her appears to move 

in slow motion. Bullets slow to the speed of hurled rocks, 
expert fighters telegraph their movements well in advance, 
and physics, generally, behave as if the world was immersed 
in invisible water. She automatically wins any contest of 
speed by a landslide, relieving soldiers of their sidearms 
and shooting them with it before they can even draw it, and 
can outrun or outmaneuver any physical hazard careening 
toward her, such as a speeding car or collapsing rubble. 

The Receiver adds a number of successes equal to her Guile 
rating to her tactic, so long as her player can narrate how 
super speed assisted her. 


Switching Station (Guile): this subroutine allows a 
Receiver to instantaneously switch physical places with 
another Receiver whose location she can see, hear, or intuit 
with near exact precision. Both she and the subject of this 
subroutine vanish in an implosion of digitized light, only 
to materialize in a brief explosion of digitized light a split 
second later, each occupying the space where the other just 
was. The Receiver adds a number of successes equal to her 
Guile rating to her tactic, so long as her player can narrate 
how instantly switching places with another Receiver 
assisted her. 


Wrecking Ball (Valor): this subroutine allows a Receiver 
to perform incredible feats of physical strength that would 
otherwise be impossible or cause her severe injury. These 
expressions of physical power are just barely outside of 
the realm of human feasibility. Examples include bursting 
through a wall, tearing off a car door, lifting and carrying 
a heavy safe, knocking down a telephone pole, pulling a 
semi-truck and trailer with a chain, bending a steel bar, 
breaking a rifle in half, punching through someone’s chest, 
leaping a dozen feet into the air, and so forth. The Receiver 
adds a number of successes equal to her Valor rating to her 
tactic, so long as her player can narrate how super strength 
assisted her. 
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‘ Ultimate Subroutines 


~ 


Ultimate subroutines, or ultimates, are a Receiver’s most 
dangerous abilities and the primary reason the Regime does 
everything in its power to prevent broadcasts of the Signal. 
These subroutines are a little different from the others. 

They do not add successes to an Op, but are essentially 
their own Op, selected during a Receiver’s turn instead of 
selecting a tactic. They cannot be used in conjunction with a 
blade, another subroutine, or anything else on the Receiver 
Dossier. Due to their extraordinary power, an ultimate must 
be processed three times before being executed, but they can 
be processed using any core processor. 


When executing an ultimate, a player makes an Op with 
5 core dice. For each success, the Receiver neutralizes one 
threat, or adds 4 exposure to an armored target, such as 
an APC, gunship, Receiver, or tank. Successes can be split 
between threats and armored targets. During massive 
battles, an ultimate inflicts 4 exposure per success rolled. 


Ultimates are a somewhat rare opportunity for players to 
tell stories about their Receivers doing something truly 
epic and super-heroic, so everyone at the table should let a 
player executing an ultimate have plenty of time to narrate 
its effects. 


Cold War: this subroutine allows a Receiver to harness 

the cold vacuum of deep space, unleashing cryogenic 
destruction on her foes. She concentrates until the targets 
of her wrath begin to float into the air, as if no longer 
influenced by gravity, and then she whips her arms back, as 
if she was ripping the heat out of them. The hapless victims 
of this power burst into jagged stars of crystalline ice, only 
to plummet to the ground and shatter upon impact. 


Colossus: this subroutine allows a receiver to perform 
super-heroic feats of strength. These expressions of physical 
power are far beyond the realm of human feasibility, and 
more akin to something a dinosaur or a movie monster 
would do. Examples include casually hurling automobiles, 
bending tank cannons, tearing a vault door off of its hinges, 
bursting through several buildings in a mad charge, or 
jumping high enough into the air to grapple onto and 
commandeer a flying helicopter. 


Digitization: this subroutine allows a Receiver to reduce the 
elements of her environment into digital detritus. The seams 
of her metal-plated flesh open, revealing clusters of tiny 
laser emitters that light up and rapidly scan every inch of 
her surroundings. Obstacles and adversaries struck by these 
beams freeze in place, pixelate, and rapidly deteriorate like 
digitized dust blown by the wind. 


Glitch Wraith: this subroutine allows a Receiver to digitize 
into a glowing ethereal specter capable of phasing through 
matter, rematerializing at will with catastrophic results for 
anything, or anyone, in her path. Every time she shifts back 
to corporeal reality, all matter previously occupied by her 
spectral form is instantly displaced, regardless of whether 
that matter is hardened tank armor or human flesh. 


Harvester: this subroutine allows a Receiver to turn 

into a powerful electromagnet, violently binding the 
environment’s metallic objects to her until she is built up 
into a gigantic avatar of twisted metal. Firearms are ripped 
from hands, doors are torn from vehicles, and power lines 
glom on to her like aerosol string. She then lumbers around 
as a junk golem until expelling her shroud of metal as if 
detonating a megaton-scale explosive vest. 


Laserbreath: this subroutine allows a Receiver to take 

a deep breath and scream out a punishing column of 
amplified destructive light, capable of punching holes 
through tank armor, knocking helicopters out of the air, 
slicing infantry into cauterized halves, or violently pushing 
an enemy Receiver through several buildings. 


Radio Free Radicals: this subroutine allows a Receiver to 
convert radio waves carrying the Signal into invisible blades 
of cellular death. She raises her hands to channel the Signal 
permeating the air and then thrusts it in the direction of 
matter she wishes to obliterate. All organic matter in her 
path either combusts instantly or sloughs into a pile of 
twitching slop. 


Pause: this subroutine allows a Receiver to move so fast 
the world around her appears to crawl to a stop. Bullets 
inch along through the air, explosions grow at the speed of 
an inflating balloon, and people stand still as if they were 
mannequins in a shopping mall. She moves so fast that she 
is virtually invisible to onlookers. To her senses, however, 
she has several seconds to do whatever she wishes in a 
world that is standing still for her. She can use this time 
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to punish her enemies with impunity, knock bullets out of 
the air that traverse towards her allies, or otherwise cause 
hijinks to disrupt the field of battle. Given her velocity 
during this subroutine, anything she physically interacts 
with that wasn’t already on her person suffers from extreme 
kinetic impact, including the floor she strides upon. 


Collateral Damage 

Ultimate subroutines are profoundly destructive and need 

to be wielded responsibly. The likelihood of an ultimate 
causing collateral damage is extremely high, particularly 
when used in populated area like a shopping mall, a 
corporate campus, a night club, a busy city street, or a 
transit hub. Any time an ultimate is used in or near such a 
location, as determined by the GM, any botch that is rolled 
in the attempt results in collateral damage regardless of 
how many total successes were rolled. Each botch has the 
potential to injure, maim, or kill a handful of bystanders and 
noncombatants, and this outcome is narrated by the GM. 
While collateral damage may be tactically irrelevant, it does 
enormous damage to the Resistance’s relationship with the 
local population and validates the Regime’s narrative that 
Receivers are murderous cybernetic terrorists. It is for this 
reason that Receiver operations frequently involve drawing 
Regime forces into depopulated areas such as abandoned 
neighborhoods, industrial ruins, rural lands, or otherwise 
populated places that are typically deserted at night. 


The use of an ultimate during a scene of evasion or intrigue 
instantly ends the scene, usually in the Regime’s favor. 


A Receiver is not some type of mass-produced automaton 
hot off the assembly line. Despite the incredible 
transformation she has undergone, she remains mostly 
human in intellect, sentiment, and instinct. She still holds 
on to her memories, biases, and fears, and still relies on 
the experience and skills she developed throughout her 
previous life. Even without the benefits that come with 
being a Receiver, she has something to offer the Resistance. 


The sections that follow will discuss a Receiver’s more 
mundane traits and abilities: memory, libraries, and 
peripherals. Memories are kernels of powerful emotion 

and inspiration, unleashed by recalling the people and 
experiences responsible for imparting them. Libraries are 
suites of skills, natural talents, and useful inclinations that 
influence how a Receiver solves problems and navigates 
conflict. Peripherals are tools, equipment, and weaponry 
that a Receiver has developed an affinity for. All three of 
these partisan traits are available to a Receiver regardless of 
whether the Signal is up or down, and all three can mean 
the difference between life and death during her most trying 
moments. 


Memory 


Before she became a cyborg revolutionary, the Receiver was 
just another person caught up in the Regime’s oppressive 
transformation of America and the violent conflict that 
followed the rise of the Resistance. There were many people 
in her life, but a handful of them were emotional anchors 
whose leadership, wisdom, love, sacrifice, or cruelty made 
her the person she is today. They may have been friends, 
family, rivals, partners, coworkers, classmates, lovers, 
squadmates, mentors, captors, or hated foes. At some 

point, however, they were lost to the Receiver; either killed 
during conflict, detained by the Regime, or transformed into 
something unrecognizable. Yet, those emotional anchors still 
live on in the Receiver as a memory, and she invokes that 
memory to power through her most desperate of trials. 


Each memory, representing a person from her past, is tied to 
a core processor which defines the Receiver’s relationship 
and experiences with the anchor. For example, if the 
memory was a loved one who met a cruel and untimely end 
or a Regime scientist who tormented her in a laboratory, 
then that memory might manifest as Aggression. If the 
memory was a patient mentor who taught the Receiver 
everything she knows or a cold and calculating political 
strategist who showed her the path to victory, then that 
memory might manifest as Judgement. And so forth. 


Receiver’s begin play with one memory. This memory is 
tied to a single core processor of a player’s choosing. Once 
per session, a Receiver can invoke a memory immediately 
after an Op is made to convert any die results that are 
neither successes nor botches into successes, so long as 


o 
a 
* 
. 
. 
. 
. 
. 
. 
> 
« 
. 
. 


» the Op would normally be rolled using the matching 


core processor, and so long as her player can narrate a 
thematically appropriate flashback. Below is an example of 
what this might look like in play: 


Jake, playing a Receiver named “SyklOps,” tries to provide cover 
fire for a comrade in serious duress, but he scores 0 successes 
on his Op (1 success plus 1 botch, for a total of 0). Jake opts 
to invoke Sykl0p’s memory of Sergeant Harold Graff, a 
memory tied to Valor, allowing him to convert the three 
remaining dice into successes. Before narrating the outcome 
of his actions, Jake quickly conjures the flashback that 
inspired SyklOps to push harder. 


Jake: “The chaos of battle causes SyklOps to suddenly flashback 

to his tour in Korea. He remembers his group, fireteam Bravo, 
getting separated from the rest of the platoon after the Koreans 
ambushed them. There were heavy casualties and the LT was 

one of them. Sgt. Graff led the rest of the platoon to fall back to 
the EVAC point, leaving fireteam Bravo behind. They saw the 
choppers fly overheard, leaving them to die in the AO. Crawling 
through swamp muck under enemy fire, it took what remained of 
Bravo 12 hours to arrive at the EVAC point. There, they saw Set. 
Graff, alone, wearing a heavy radio pack and manning an MG 
that had about 4 rounds left on the belt. Bodies and shell casings 
littered the grassy plain. He fought alone all night, staying behind 
so he could radio in a chopper for Bravo. Inspired by Graff's 
dedication to the squad, SyklOps slams another magazine into his 
assault rifle and prepares to give the masks hell...” 


To maximize the utility of memory, it is suggested, but not 
required, that Receivers begin play with a memory tied to a 
core processor that has a low rating. Players are encouraged 
to deliver a different flashback every time they leverage a 
memory, instead of reliving the same one every single time. 
More than just a means of ensuring success in the moment 
of truth, memory is designed to allow players to world- 
build and develop their Receiver’s backstory during the 
action of play. Tell your story through memories. 


When a player’s Receiver dies or is otherwise removed from 
the game, she lives on as a memory in the other Receivers. 
The core this memory augments is determined by each 
player individually, based on the relationship their Receiver 
had with the fallen. When they invoke her memory, they 
can narrate things the fallen did during previous sessions, 
or things that happened “off camera” between sessions. 


On the Receiver Dossier sheet, there is a box at the end of 
each Memory entry. Check this box when a Memory is used 
during a session, and erase the check when a new session 
begins. 


Libraries 

Libraries are collections of habits, talents, and inclinations 
that influence how a Receiver approaches certain types of 
problems. They influence how a Receiver sees and responds 
to her environment, and by extension, influence how her 
player tells her story. The library or libraries that a Receiver 
has access to is typically the result of her past life, before 
she became a Receiver. For example, a Receiver with the 
“Conductor” library, which emphasizes escalating or de- 
escalating social conflict, might be the result of surviving a 
severely dysfunctional home life or something she picked 
up during her brief stint as a talk-show host. For another 
example, a Receiver with the “Spider” library, which 
emphasizes acrobatics and athleticism, might be the result 
of the extensive training she did to qualify for the Olympics, 
or a natural result of growing up in a mountainous country 
before migrating to America. 


Each library allows a player to count any core dice resulting 
in 10 as two successes during a specific type of scene, so 
long as she is able to incorporate the library into how she 
narrates her outcomes. A Receiver can possess multiple 
libraries, but only one library per scene type. 


Below, the available libraries are categorized by scene type 
and listed in alphabetical order: 


Combat Libraries 

Artiste: Whether it’s a product of sadism, keen observation, 
or dumb luck, the Receiver has developed a knack for using 
the objects and hazards of her immediate surroundings 

to either avoid injury or inflict it outrageously on others. 
Anything and everything is a weapon or shield. To leverage 
this library, a player must roll at least one 10 and emphasize 
improvisational and environmental violence in her 
narration. 


Cowardly: Discretion is the better part of valor. He that 
fights and runs away, may turn and fight another day. 
“Tactical retreat.” There are a lot of positive ways to frame 
the Receiver’s typical reaction to violent conflict, but some 
of her comrades think she’s just a coward who buckles at 
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the first sign of danger. To leverage this library, a player 
must emphasize self-serving self-preservation in her 
narration. 


Fearless: Some say she is a hard charger with balls of steel. 
Others say she is an adrenaline junky with a death wish. 
Whatever the case, the Receiver is prone to diving headlong 
into actions that, at first glance, seem doomed to fail. The 
genius or stupidity of her behavior will be deliberated in the 
aftermath. To leverage this library, a player must emphasize 
reckless courage in her narration. 


Professional: Due to her training and experience, the 
Receiver approaches violence with the coolness and 
discipline of a professional soldier, veteran police officer, 

or criminal enforcer. It’s not that she isn’t afraid for her life; 
she just knows how to prevent that fear from pushing her 
towards making a tactical mistake. To leverage this library, a 
player must emphasize being ice cold under pressure in her 
narration. 


Evasion Libraries 

Chameleon: Through keen awareness of her environment 
and a deep understanding of how color and light play with 
the eyes, the Receiver has the ability to become one with 
her surroundings. It can be as premeditated as applying 
camouflage face paint or as reactive as diving into a 
dumpster. To leverage this library, a player must emphasize 
visual trickery and situational camouflage in her narration. 


Mimic: The Receiver specializes in hiding in plain sight, 
thanks to nerves of steel, a knack for acting, and her ability 
to leverage disguises, whether improvised quickly in the 
field or “borrowed” from unconscious subjects. Under the 
right conditions, she could walk right into or out of a secure 
facility. To leverage this library, a player must emphasize 
improvisation or disguises in her narration. 


Spider: Thanks to her peak physical conditioning, the 
Receiver traverses landscapes less like a two-footed 
terrestrial and more like jungle predator. While her 
comrades tip-toe from shadow to shadow, she is performing 
acrobatic somersaults, crawling with extraordinary speed, 
and squeezing into and out of impossibly tight spaces. To 
leverage this library, a player must emphasize agility and 
acrobatics in her narration. 


Transporter: Whether it’s sliding down stair rails, riding 

a skateboard, swinging on chandeliers, hitching onto a 
moving forklift or conveyor belt, or using an unwilling 
adversary to cushion her fall, the Receiver sees everything 
in her environment as a potential mode of transportation. To 
leverage this library, a player must emphasize exploiting her 
environment for mobility in her narration. 


Intrigue Libraries 

Conductor: She’s not necessarily the center of attention, 

but she certainly knows how to direct it. The Receiver has 

a knack for manipulating the tenor of a social situation as 
either peacemaker or demagogue, deescalating tensions or 
turning unrest into outrage. To leverage this library, a player 
must emphasize public speaking, performance, or making a 
scene in in her narration. 


Conniving: The Receiver weaves at the loom of secrets 

and knows exactly which threads to tug at to cause the 
whole thing to unravel. She can intuit someone’s emotional 
pressure points just by looking at them or cajole them into 
revealing too much. In either case, she uses this information 
as leverage to get what she wants. To leverage this library, 

a player must emphasize the harvesting or revealing of 
secrets in her narration. 


Harmless: The Receiver’s appearance, body language, and 
mannerisms have people convinced that she is harmless. 
Maybe it’s because she’s gregarious, soft-spoken, overly 
polite, doe-eyed, slightly dull, adorably naive, or a yokel. 
Regardless, it’s exactly why they never see her sucker punch 
coming. To leverage this library, a player must emphasize 
passivity or vulnerability in her narration. 


Menacing: The Receiver’s appearance, body language, and 
mannerisms exude a powerful undercurrent of emotional 
and physical violence. People instinctually give her a 

wide birth or nervously placate her every request, doing 
whatever it takes to prevent her eruption or at least keep 
out of its blast radius. To leverage this library, a player must 
emphasize intimidation or boiling anger in her narration. 
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Libraries During Free Play 

Libraries can be used during free play, permitting a player 
to count 10’s as two successes on any Op she rolls, so long 
as she can incorporate the library in her narration. The 
GM may veto this effect if she determines the player’s 
incorporation of a library stretches credulity. 


Peripherals 

As crucial members of the Resistance, Receivers have 
access to nearly anything they need to succeed in their 
missions including but not limited to firearms, body armor, 
medical supplies, breaking and entering tools, wardrobe 
changes, transportation, communications equipment, 
survival gear, and the facilities to maintain and customize 
all of these things to suit their needs. A player does not 
need to keep a running inventory of equipment that her 
Receiver is carrying around with her at any time. If she 
needs it and access to it is in the realm of possibility, then 
she has it. In some scenes, like attending a social event 
with strict security, she may be expected to narrate where 
certain pieces of equipment came from (“My handgun 

was smuggled in by a comrade who is working in the 
kitchen”). Most of the objects that a Receiver utilizes don’t 
have mechanical value, per se, that influences how the game 
works. They simply help her tell her story and contribute to 
the story space. 


However, some tools, trinkets, and technology at her 
disposal are the exception. Some help her overcome 
obstacles, some compensate for her weaknesses, and 

some are simply of immense sentimental value to her. 
These peripherals are important iconic objects that a 
Receiver wouldn’t be caught dead without. In many ways, 
peripherals define who she is. The guerilla has her battle 
rifle and Kevlar vest. The listless teenager has her Walkman 
and skateboard. The private investigator has her rainproof 
duster and microcassette recorder. The anarchist has her 
patched leather jacket and steal-toe shitkickers. 


Every peripheral assists a Receiver in achieving desired 
outcomes when using a specific tactic, whether or not she is 
actually conscious of the object’s impact on her. A peripheral 
permits a Receiver to ignore a single botch any time she 
uses a specific tactic, so long as her player can incorporate 
the peripheral when narrating the outcome. If a player 
leverages a peripheral but still does poorly enough to cede 


narrative control to the GM, such as a result of -2 getting 
“upgraded” to a-1 because of a peripheral, the player 
should ask the GM to incorporate the peripheral in her 
narration on the player’s behalf. Only one peripheral can 
be leveraged per Op. The tactic that a peripheral supports 
is selected by a player when she adds it to her Receiver 
Dossier, once her Receiver requisitions it, steals it, or pulls it 
off a defeated enemy or fallen comrade. 


Below are a few examples of peripherals: 


“D4rk4rt” carries an antique kukri she found in the 
husk of a burned out history museum. It’s a bit rusty 
and its wooden handle has given her a splinter or two, 
but she’s developed a fondness for this anachronistic 
weapon and has used it to dispatch more than 

one sentry. This peripheral allows her to ignore a 
single botch on any Rush Op so long as the kukri is 
incorporated into D4rk4art’s narration. 


“Z1pp3r” carries a rosary that was given to him by a 
priest he saved from a Freedom Fist raid. Z1pp3r isn’t 
Catholic and doesn’t know the words he’s supposed 

to say when praying with it. All he knows is that one 
time, he counted the beads while his position was being 
shelled and throughout all the destruction he didn’t 
catch any shrapnel. This peripheral allows him to 
ignore a single botch on any Regroup Op so long as the 
rosary is incorporated into Z1pp3r’s narration. 


“S1r3n” frequently wears a matte black duster her 
partner playfully called “Transylvania Vice.” She 
bought it to feel like less of a square when she went to 
punk and new wave shows. It worked, too. Everyone 
seemed to ignore her but not because it made her fit 

in. Turns out the coat seems to eat light, making it 
almost impossible to see her in poorly lit environments 
like night clubs. This peripheral allows her to ignore a 
single botch on any Fade Ops so long as the duster is 
incorporated into S1r3n’s narration. 


“C134n3r” runs a private BBS that caters to a nexus 
of globalists, Resistance sympathizers, and survivors 
of the Pinochet regime. Here, rumors and insights 
related to the oppressed and oppressors alike are shared 
with a trusted community. Everyone once in a while, 
those rumors and insights have direct applicability to 
espionage operations he is actively involved in. This 
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peripheral allows him to ignore a single botch on any 
Snoop Op so long as BBS insights are incorporated into 
C134n3r’s narration. 


Receivers are likely to acquire multiple peripherals 
throughout their adventures. A new peripheral might 

be a new object a Receiver has discovered during her 
adventures, a modification or upgrade to an existing 
peripheral, or the discovery that it can be used in new ways. 
Below are a couple of examples: 


“C134n3r” carries a 1911 handgun, black with 
rosewood grip. It was a personal gift from the CIA case 
officer he worked with in Chile back in ‘73. That seems 
like a lifetime ago. It’s been a useful fallback when his 
primary weapon is spent (Regroup), but he recently 
found a silencer that fits the weapon, making it ideal for 
quietly dispatching threats during infiltration missions 
(Sneak). 


“S1r3n” confiscated a door gunner’s vest during a 
raid on a Regime-controlled airport. When she put it 
on, she felt like a catcher in a baseball game, and that 
would not do. Spending a few hours in a workshop, 

she extracted some Kevlar plates and then sewed them 
into the back, chest, and ribs of her black duster. In 
additional to keeping her concealed (Fade), it makes her 
a bit more confident moving from position to position 
during a firefight (Flank). 


A Receiver has access to all kinds of equipment. Just because 
she doesn’t have a snub-nosed revolver listed as one of her 
peripherals doesn’t mean she isn’t always packing one in 
case shit hits the fan. She’ll use this revolver if she has to 
and maybe her player will even “zoom in” on this weapon 
as she fires it or frantically reloads its cylinder one round at 
a time during a firefight. It won’t provide the benefit that 

a peripheral might until her player decides to make that 
revolver into a peripheral later in the campaign. 


Peripherals During Free Play 

Peripherals can be used during free play, permitting a 
player to ignore a botch on any Op she makes, so long as 
she can incorporate the peripheral in her narrative. The 
GM may veto this effect if she determines the player’s 
incorporation of a peripheral stretches credulity. 


Can | Use Everything? 


Yes, a player can theoretically augment a single Op with a 
blade, a subroutine, a memory, a library, and a peripheral 
simultaneously to ensure an outlandish amount of 
successes. She would still be required to incorporate all 
these elements into her narrative. Only Ultimates must be 
rolled in isolation. 


Upgrade Points 


Throughout a campaign, Receivers steadily grow in power. 
Continued exposure to the Signal causes their subroutines 
to expand and evolve. Radiological synergy between 
Receivers permits them to machine-learn new Libraries, 
while stress-testing their chassis in the field leads to better 
methods of overclocking their Core Processors. New Blades, 
liberated from Regime facilities, discovered in dumpsters, 
or pulled from the husk of fallen Receivers, are installed 

in their chassis by Resistance engineers. New Peripherals 
are requisitioned by Resistance quartermasters or acquired 
during missions. A player can purchase any of these forms 
of individual growth and acquisition by spending Upgrade 
Points (or “Ups”), a game currency that is earned over the 
course of a campaign. The accumulation of Ups is discussed 
later in this text, in the chapter that discusses Campaigns, 
Actions, and Missions. For now, we list how they can be 
spent: 


Increase Core Processor rating by 1 New Rating x 15 Ups. 
Purchase new Library 30 Ups 
Purchase new Peripheral 10 Ups 
Purchase new Standalone 20 Ups 
Upgrade a Standalone 30 Ups 
Purchase new Elemental 10 Ups 
Upgrade an Elemental 20 Ups 
Purchase Combat, Evasion, or Intrigue Blade 25 Ups 
Purchase Utility Blade 15 Ups 


These upgrades can be purchased at any time, even in 
the middle of a scene, so long as a player has the required 
amount of Ups to spend. The only requirement is that a 
player narrates where her upgrade came from, through a 
flashback if necessary. 


oeeeseeeeeeee 


o 
a 
bl 
_ 
* 
e 
. 
a 
« 
. 
« 
a 
. 


Upgraded Subroutines 


Elementals and standalones can be upgraded so they can be 
executed multiple times after being processed. A subroutine 
upgraded once can be executed twice during a scene after 

it is processed, instead of once, though it can still only be 
used once per round. A subroutine upgraded a second time, 
meanwhile, can be executed three times during a scene after 
it is processed. The Receiver Dossier sheet has two small 

up arrows present for each subroutine. Use these arrows to 
track which subroutines have been upgraded once or twice. 
Under the “processed” heading, there are three small boxes 
that can be used to track how many times an upgraded 
subroutine has been used. Ultimate subroutines cannot be 
upgraded. 
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Numbers and Geography 


There are tens of millions of people in the United States and 
hundreds of millions of people throughout the world that 
the Regime would categorize as Resistance sympathizers: 
those who favor the Resistance but limit their support 

to gestures of political solidarity or turning a blind eye 

to the movement's illegal activities. There are hundreds 
of thousands of people in the United States and tens of 
thousands of people outside of the United States that the 
Regime would categorize as Resistance partisans: those 
who actively engage in military, clandestine, and political 
operations designed to destabilize and dismantle the 
Regime. 


Being a partisan is considered treason, a crime punishable 
by death, usually in the form of summary execution in 

the streets. Being a sympathizer is not illegal, though 

the Regime continually builds cases to link known 
sympathizers to Resistance criminal operations so that they 
can be tried as partisans and dealt with accordingly. While 
this may seem like an unnecessary step, the veneer of “due 
process” makes it psychologically easier for the Regime’s 
enforcers to exterminate their fellow human beings. It also 
makes the Regime’s program of ethnic-cleansing more 
palatable to the loyalist population. 


To disrupt Regime targeting, partisans hide among the 
sympathizers, and sympathizers blend in among the larger 
loyalist population, only publicly identifying themselves 

as potentially sympathetic to the cause when they attend 
mass demonstrations. The Regime admonishes this strategy 
as using “unwilling human shields” and has, retroactively, 
used it as an excuse to forcefully parse populations 
according to apparent ethnicity, presumed sexual 
orientation, and degree of “assimilation aversion.” 


There are “Resistance-controlled” territories throughout 
the United States, typically in the form of out-of-the-way 
rural ghost-towns or walled-off immigrant neighborhoods 
the Freedom Fist have declared “no-go zones” because 

the locals had the nerve to fight back. These locations are 
becoming rarer by the day, thanks to Regime “sanitation 
operations,” which require sustained embargos and media 
blackouts to execute, as well as a believable cover story 
(“gas leak explosion kills 150”). Members of the Resistance 
who are not hiding among the loyalist population or 
occupying no-go zones are either languishing in one of 
the Regime’s processing centers, taking refuge in neutral 
countries, or battling Cold War puppets around the globe; 
without exception, propped up by either the United States 
or the Soviet Union. 


Maxims and Demands 


The Resistance is an extraordinarily diverse collective, 
represented by virtually every conceivable background, 
social class, and community identity. It is comprised of 
peoples currently targeted by the Regime, peoples who 
will eventually be targeted by the Regime, and others who 
are not content to stand by while their fellow humans get 
exterminated, either directly or through slow-burning 
degradation. Supporting the Resistance, or more accurately, 
pulling it in four different directions, are four powerful 
socio-political factions that supply the movement with 
material support, fighters, and organizational expertise. 


Mapping the disparate political views and belief systems 
of the Resistance would be an impossible exercise, even 
without the political rancor the supporting factions bring 
to the movement. The likelihood of two members of the 
Resistance being 100% politically and ideologically aligned 
is about the same as having identical twins. As such, there 
are perhaps only three political maxims that virtually every 
member of the Resistance hold to be true: 


e Astate that is more corrupt than it is just must be seized 
or smashed. 


e Astate that punishes people for the crime of existing 
must be seized or smashed. 


e Astate that commits, enables, or abides genocide must 
be seized or smashed. 
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Virtually every political position, value statement, and long- 
term strategy beyond these three maxims is hotly debated 
within the Resistance, sometimes to the point of blows (or 
firefights). The Resistance’s demands of the Regime have 
been similarly reduced to three points of agreement: 


e The Freedom Fist must be abolished, effective 
immediately. 


e¢ All members of Congress must resign, effective 
immediately. 


e The executive and his entire cabinet must resign, 
effective immediately. 


Though these demands are quite straightforward, the details 
of their implementation are anything but. The abolishment 
of the Freedom Fist, for example, means different things to 
different members of the Resistance. Scenarios deliberated 
include, but are not limited to: restoring the separation 
between law enforcement and the military, breaking 

up the Fist and reorganizing it into militias that protect 
autonomous regions, setting up military tribunals to 
identify and punish the war criminals among them, and so 
forth. What would follow the resignation of Congress and 
the executive branch is equally contested. Some advocate 
for free and fair national elections to replace the fascists and 
their enablers. Others advocate for the nationalization and 
restructuring of the national economy. And others advocate 
for the complete abolishment of the federal government. 


The majority of the Resistance understands that these 

issues will need to be settled the moment the Regime has 
been ousted. A war of ideas will be fought after the war 

for survival. It is the hope of all that this contest will not 
transform into a violent schism as bloody and painful as the 
immediate fight against the Regime. 


Organization 


The Resistance receives its national strategy from 
“Resistance Command,” a group of anonymous, 
dispassionate strategists who orchestrate the activities 

of regional Resistance blocs. Resistance Command is 
nearly as shadowy and mysterious as Sigmata BBS. No 

one knows exactly who they are, where they reside, or 
what their true motives are. Some suspect that Resistance 
Command does not even exist and is instead a figurehead 
invented to frighten loyalists, give Resistance sympathizers 


and partisans false hope, or enable regional Resistance 
leaders to justify courses of action that seem problematic 
(“This mission comes directly from Resistance Command, 
comrades”). 


Resistance partisans get their direction from Regional 
Command, one of the contentious deliberative bodies 
overseeing Resistance efforts in the American East Coast, 
West Coast, Midwest, or South. Regional Commands 

are almost always composed of factional leaders at each 
others’ throats, each of them carefully balancing the need to 
keep a coalition together while jockeying for the influence 
and advantage needed to ensure that their own vision of 
political utopia reins once the Regime has been toppled. 


Receivers interface directly with Regional Command. Only 
these leaders and their most trusted agents and advisers 
recognize the Receivers as cybernetic vanguards; all others 
see them as anonymous partisans. Whenever a Receiver’s 
handle is leaked, it is almost always because someone 

in Regional Command has been careless or become 
compromised. 


The Resistance is bolstered by four sociopolitical factions 
who hate each other only slightly less than they hate the 
Regime: The Old Men, The Party, The Faith, and The Makers. 
Each group brings with it the material support, fighters, 
organizational expertise, and vision required to transform 
the Resistance movement into a legitimate revolutionary 
force that can contend with the Regime. Vision, as in a 
vision of America after victory against the Regime, is 
probably the most crucial element that the factions bring 
to the fight. Outrage against the Regime has propelled the 
people to fight for its ouster, but it is the vision of a post- 
Regime America that keeps them in the fight long enough 
to see it through. The trouble, however, is that each faction 
has its own vision and is fully committed to co-opting the 
movement for its own purpose, to achieve its own version 
of utopia, or at the very least, prevent other factions from 
co-opting the movement. 


All four factions had been severely aggrieved by the Regime 
politically, financially, and kinetically; some of them only 
recently, and others for decades. While their interests 
frequently overlap, they were simply incapable of coming 
together in a meaningful or lasting way until Receivers 
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arrived on the scene. It wasn’t even due to the Regime’s 
meddling. Each of the factions were filled with demagogues: 
ideological cancers who demanded party purity and who 
eschewed any type of compromise as treason to the cause. 
These zealots manufactured and enforced political wedges 
that made coalition-building impossible and pragmatism 
taboo, often for reasons as selfish and cynical as assuring 
their own power in their respective parties. 


The Receivers did not suffer these fools. It is not that they 
didn’t have their own opinions on what an ideal society 
looked like, or what steps needed to be taken to arrive 
there. Some were fiercely political and their values aligned 
with some factions more than others. However, they were 
also being aggressively hunted down by a Regime that 
wanted to destroy them or brainwash them into fascist 
super soldiers. The curse, the power, and the responsibility 
bestowed upon them by the Sigmata parsed the pragmatic 
Signal from the ideological noise. They understood 
succinctly that everyone can go back to squabbling over 
the usual nonsense once the Regime, an existential threat 
to all people’s liberty, has been beaten into submission. It 
is rumored that the Resistance motto was first uttered by a 
Receiver who, disgusted by the shrill ideological arguments 
disrupting a strategy session, suddenly smashed the war 
table into splinters with a hammering fist. The silent, 
terrified leaders stared at her dumbly, and she screamed 

at the top of her lungs “Shut up and repeat the motherfucking 
Signal!” 


Forward, we will be introducing the four major factions 
that compose the Resistance effort, discussing their history 
and grievances, the revolutionary competencies they bring 
to the table, and the strategic liabilities that come with their 
continued support. It is critical to understand that none of 
the factions fully represent the sociopolitical zeitgeist they 
come from. In most cases, they represent a humanitarian 
and/or revolutionary departure from expected norms. 


The Old Men 


History and Grievances 

The Old Men are a collective of libertarian militants who 
have declared war on an executive branch they believe 
has overstepped its Constitutional bounds. They take 
their name from the group’s founders: grizzled veterans 
of foreign wars who were actually old or old beyond their 


years due to horrors they experienced in one of the many 
proxy wars of the 60’s, 70’s, and early 80’s. They enlisted 

to defend America from its enemies, only to return from 
their tours sickened by all expressions of state power. This 
disgust would not initially manifest into action. In the years 
leading up to the American Insurgency, the Old Men could 
not be bothered with the nascent civil rights movement, nor 
the anti-war movements, nor were they moved to action by 
state’s deportation sweeps, its construction of internment 
camps, nor its campaign of mass incarceration. Instead, 
they responded by retreating from public life and living in 
rural areas far removed from the centers of state violence. 

It was not until the establishment of the Freedom Fist and 
its partial deployment to rural America that the Old Men 
finally woke from their dogmatic slumber and decried the 
Regime’s tyranny. 


What started as a small cabal of veterans writing letters and 
communicating with each other over HAM radio became a 
veritable movement after their manifestos were shared via 
newspaper and radio. The Old Men demanded the Freedom 
Fist’s immediate withdrawal from rural America and the 
orderly dissolution of this unconstitutional body. They 
declared they were ready to wage asymmetric warfare if 
their demands were not met. While the Old Men harbored 
no illusions that they could “win” a kinetic contest against 
the state, they were confident that they could make the 
fight so costly and painful that the Regime would make 
concessions to avoid it. They were also convinced that 
liberty-minded patriots of all stripes would support them 
and that the soldiers comprising the Fist would hesitate to 
fire on fellow citizen-soldiers standing up for liberty. The 
massacre at Halite Hill would prove them wrong on all 
accounts. 


Halite Hill was the site of the Old Men’s headquarters, a 
fortified compound in the Rust Belt stocked with enough 
food and ammunition to resist years of siege. It would 

be the target of the Regime’s first “sanitation operation,” 
the type of government-orchestrated mass murder not 
seen on American soil since Wounded Knee. After radio 
communications were jammed, roads in and out were 
blockaded with tanks and APCs, and all news media were 
vacated from the vicinity, a civilian crop duster flew over 
the compound and dropped a bunker-buster on it. Dozens 
died, including non-combatants. The official story was that 
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a militant must have accidentally detonated an antique 
mortar inside the compound’s munitions stockpile. 


The Old Men declared the event an act of war, but no one 
stood with them. Prior to this moment, the media had been 
masterfully dehumanizing dissent for decades. Whether it 
was focusing on the militancy of the Black Panther Party, 

or the drug-use and sexual promiscuity of the anti-war 
movement, the “fourth estate” reliably presented dissenters 
as unhinged and criminal, while simultaneously deferring 
to state spokespersons for the “facts.” The Old Men fell 
victim to the same pattern of dehumanization, enhanced 
by existing “rural versus urban” and “north versus 

south” fissures. Only a small cross-section of Americans 
empathized with these “crazies,” “rednecks,” and “gun 
nuts.” It wouldn’t be long before the remnants of the Old 
Men were hunted down and summarily executed, or worse, 
coerced into donning the mask as officers of the Freedom 
Fist. As for those liberty-minded patriot groups that were 
supposed to rally to their defense: some did, but many of 
them shrugged. Their definition of tyranny is a state that 
tolerates “white genocide” and “allows the Jews to control 
the media.” 


The Old Men were presumed dead or dormant until their 
participation in the Raid of ’85, simultaneous attacks on 
the Justice East, Justice West, and Justice South processing 
centers and the subsequent liberation of hundreds of 
thousands of refugees and political prisoners. To the Old 
Men, this was not a humanitarian act. It was the first stroke 
in a new strategy: a revolutionary campaign to strike 

the state from both north and the south, both rural lands 
and urban centers. With the Resistance spread across the 
North American continent and hiding among the loyalist 
population, the Regime’s major strength, its conventional 
military power, could become its greatest liability. 


Revolutionary Competencies 

Locked & Loaded: The gun is the very bedrock of the 

Old Mens culture of self-determination and government 
defiance. Not only have they been stockpiling weapons for 
years, but nearly every man, woman, and child affiliated 
with this faction knows how to fire and field strip an M-16, 
interpret and execute tactical hand signals, build improvised 
explosives, and pull a tourniquet tight with their teeth. 
They'll teach these skills to anyone who is willing to learn. 


Self-Reliance: Many of the families and intentional 
communities that comprise the Old Men hail from some of 
the most remote, harsh, and economically depressed places 
in the United States. This background, often augmented 

by an enthusiasm for the outdoors, ensures that neither 
intolerable climate, dearth of supplies, nor lack of shelter 
can slow down the operational effectiveness of their rural 
guerilla units. 


Gateway: The Old Men’s militancy, fetishization of 
warriors, and chivalrous misogyny is derived from the same 
sociopolitical background that compels many men to enlist 
in the ranks of the Freedom Fist. While this is problematic 
in many ways, it also ensures that the Freedom Fist are 
more likely to parlay with, surrender to, or even defect to a 
Resistance unit led by this faction. 


Strategic Liabilities 

The Old Men have a recruiting problem. It’s not that 

they can’t find recruits. It’s that they can’t always find 

the recruits they want. To many among the American 
libertarians who would be the best candidates to bolster 
their ranks, the slogan of the Gadsden Flag, “Don’t tread 
on me,” does not extend past their own property lines. 
While their anti-state rhetoric is fierce, they are far more 
interested in protecting what’s theirs than rising to their 
neighbor’s defense or championing the principles of liberty. 
A white flag might be more appropriate for this lot who 
have de facto surrendered to the state. To ensure that the 
recruitment of Resistance fighters can outpace attrition, 
particularly in the dangerous fronts of rural America, the 
Old Men are forced to cut corners when it comes to vetting 
prospects. Those Resistance partisans with the acumen to 
thoroughly vet new recruits, such as private investigators 
or journalists, are often tied up in more pressing espionage- 
related tasks inside urban centers. As a result, the Old Men’s 
ranks include a small but growing number of double-agent 
defectors, self-declared sovereigns, and patriot groups that 
have successfully hidden or downplayed their own white- 
nationalist leanings. Each of these groups pose unique 
problems for the Resistance’s most martial faction. 


Freedom Fist soldiers defecting to the Resistance are more 
likely to throw their lot in with the Old Men than with any 
of the other factions. These recruits are far and away the 
movement's most lethal, disciplined, and loyal assets, never 
mind the valuable intelligence they bring along with them. 
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It takes immense conviction and courage to defect from the 
Fist, unless you’re a PSY-Ops mole committed to taking 
down the Resistance from the inside. For this reason, the 
Old Men have to hold their best assets at arm’s length. 


Sovereigns are the self-declared rulers of make-believe 
nations, bound only by the laws of constitutional documents 
they drafted for themselves. While their militancy is 
appreciated by the Old Men, they are highly prone to 
seizing shared property as their own, getting into Hatfield- 
McCoy feuds with other sovereigns, and committing acts of 
political violence that have virtually no strategic value. 


Lastly, there are patriot groups that have pledged loyalty to 
the Old Men, but have failed to disclose that they once held, 
or still hold, white-nationalist sentiments. While a couple 

of these groups are ashamed of their past or “never really 
took the whole white power thing seriously,” most of them 
are either trying to infiltrate the Resistance on behalf of the 
Regime or use it as an outlet to fulfill their own hate-fueled 
conspiratorial campaign, such as toppling the “Zionist 
Occupation” of the US government. 


TheParty 


History and Grievances 

The Party is a democratic socialist movement and the 
vanguard of a worker’s revolution. They espouse the 
Marxist view that history is the continual struggle between 
the proletariat (workers) and the bourgeoisie (business 

and land owners), and that the Resistance’s battle against 
the Regime is just another manifestation of this historical 
struggle. The Party is old and battle-tested. As early as the 
19" century, they were contending with the Union-busting 
efforts of proto-fascist industrial bosses and their Pinkerton 
mercenaries. Throughout these engagements, they mastered 
using general strikes as leverage, standing tall against 
bourgeois enforcers, and exercising operational security to 
out moles and saboteurs on the bosses’ payroll. By tailoring 
Marxist rhetoric to reach laborers of all stripes and directing 
their collective fury into political praxis, the Party’s 
vanguards outmaneuvered the bosses several times in the 
20 century, securing numerous victories for American 
workers, such as the 40-hour work weeks, overtime pay, and 
the two day weekend. However, the Red Scare of the 1950’s 
and McCarthy’s rise to power provided the bosses a way to 
bring the Party’s American progress to a stunning halt. 


Bourgeoise-sponsored propaganda over television, radio, 
and print would develop a powerful cognitive link between 
worker solidarity and Soviet-style authoritarianism. 
Advocating for one’s own dignity, safety, and prosperity 

in the workplace became a potential indicator of foreign 
influence. Union organizers and rabble-rousers were 
snatched from the factory floor by government agents and 
tried as Soviet agitators. Party-affiliated lawyers, financiers, 
and intellectuals too rich or well-connected to be easily 
disappeared were slandered by Anti-Semitic politicians as 
being part of an international Jewish conspiracy. Compelled 
by the fear and hate of the McCarthy program, the legions 
of workers who just a few years earlier were dismantling 
the bourgeoisie’s power base were turning on themselves. 


To slow their systematic eradication, the Party adopted a 
fiercely anti-Kremlin bent in the early 1960’s. Though many 
in the Party still felt solidarity with their comrades in the 
East, publicly and proudly disowning the Soviet Union 
was the only way for a workers’ movement in the United 
States to survive decades of McCarthyism, the political 
movement that would eventual manifest as 1986’s American 
fascism. However, what started as insincere political 
posturing became deeply-felt sentiment as the Soviet Union 
eventually devolved into a capitalist kleptocracy engaging 
in oppression and imperialism as bad or worse than the 
United States. While the intellectual partisans of the Cold 
War threw their lot in with one of the two superpowers, the 
Party championed the dissolution of nations and borders, 
to be replaced with regional autonomy and democratic 
socialism. 


To the Party, the Regime is just the bosses’ new look. 

They see the Regime’s border walls, internment camps, 
inflammation of racial tensions, and obsession with national 
identity not simply as manifestations of fascism, but as 
violent strategies to break the proletariat into feuding 
factions incapable of rising against their masters. The 
Regime isn’t the true threat; it’s simply a tool of the bankers, 
land owners, and thieving captains of industry pulling the 
strings. Even those “benevolent” industrial barons who 
eschew the Regime’s grotesque nationalism and materially 
support the Resistance rest on a throne built of usurped 
lands and mutilated bodies. 
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Revolutionary competencies 

Political Mobilization: Elections, negotiations, and 
propaganda are all well and good, but it often takes 

direct action to truly change the facts on the ground. The 
Party has been leveraging general strikes, picket lines, 
demonstrations, counter-demonstration, black bloc tactics, 
and guerilla media for over a century, and they put their 
experience to use whenever the Resistance needs to 
organize a mass political action. 


Mutual Aid: The Party has been long been experimenting 
with emergent, ad hoc, and resilient community structures 
to resist state violence and endure dehumanizing 
distributions of wealth. Whether it is improvising to survive 
embargos, building ad hoc tent cities at the center of 
revolutionary demonstrations, or physically occupying and 
fortifying unused urban spaces, the Party always finds a 
way to feed and shelter the Resistance’s largest populations 
of revolutionaries and refugees. 


Logistics: Wherever there is work, the Party’s vanguards 
are present, doing everything in their power to ensure 
that the means of production are serving the people 
instead of the bourgeoisie’s war machine. The vanguards 
use their positions inside refineries, mills, factories, and 
transportation hubs to sabotage Regime efforts or smuggle 
contraband and personnel into or out of secure facilities. 


Strategic Liabilities 

When it became clear that the Party had taken a stake in the 
American Insurgency, like-minded comrades from all over 
the globe took notice and began to send them whatever 
supplies, political support, or skilled personnel that could 
be spared. The Party’s greatest patron, however, is none 
other than the Soviet Union, though the superpower takes 
great pains to hide its direct intervention. The Party’s 
leadership is cognizant of Soviet meddlers in their midst, 
but they are convinced the Party can benefit from Soviet 
support without ceding the faction’s agenda to Russian 
oligarchs. The oligarchs, however, are doing everything 

in their power to ensure a maximum return on their 
investment. Their agents, agitators, provocateurs, and paid 
shills bang the drum of Red Imperialism. 


These psychological operators bolster a vocal minority 
in the Party who consider Soviet Russia to be a worker’s 
utopia. They are in severe denial that this nation is now 


run by murderous kleptocrats who served in the country’s 
various iterations of secret police and engages in imperialist 
behavior on par with or worse than America. Hiding 
behind the banner of anti-imperialism, they rightfully 
bemoan the United States’ colonialist history and the CIA- 
sponsored tyrants it has propped up around the globe but 
refuse to acknowledge the oppression and brutalization of 
peoples throughout the world currently suffering under 
Soviet-propped tyrants. They remain the Kremlin’s most 
useful idiots, providing intellectual and political cover 

for Soviet imperialist aggression manifesting as genocide 
and the eradication of underclasses throughout Asia and 
the Middle-East. Tragically, the anti-imperialists’ love for 
Soviet-bolstered autocrats is doing just as much to bolster 
fascism and imperialism abroad as America’s reactionary 
foreign policy. 


Much of the world hungers for the Party’s vision of 
liberation and worker solidary, but their propaganda 

rings hollow when it sounds like they’ ve simply taken the 
Soviet’s side in the Cold War. If America’s workers and 
under-classes continue to tolerate the Party’s fake anti- 
imperialists, they’re likely to become a populist nationalist 
movement instead of an actual socialist movement. 
Socialism that is not truly international, not truly engaged 
in the plight of peoples abroad, is essentially national 
socialism. The Kremlin would like nothing more than to see 
this Red Shirt / Brown Shirt alliance continue to grow. 


The Faith 


History and Grievances 

The Faith is a confederation of religious radicals that 
embraced revolutionary militancy in response to the 
Regime’s legal and kinetic assaults on their temples, flock, 
and mission of mercy. The specific religious doctrine 

that any individual member of the Faith adheres to 

varies by region, though it is generally described as a 
nondenominational Christian movement that insiders see 
as a humanitarian counter to the Regime’s bureaucratic 
violence and outsiders see as an apocalyptic death cult. The 
Faith did not start as an organized or militant confederation, 
but rather as disparate believers who shared disgust at the 
rise of American televangelism. 


In the years prior to its militancy, the Faith was already 
at odds with a majority of American Christendom. 
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Televangelism had reached its peak in the 1980s and had 
effectively transformed America’s faithful into something 
it had never been before: a prime-time target market, 

a monolithic political bloc, and a bastion of statism. 
Religious programming filled morning, daytime, and 
late-night airwaves. Preachers of the prosperity gospel 
pushed idolatry of wealth while the crackpot apocalyptic 
theologists proclaimed that foreign adversaries were 
disciples of the Anti-Christ. Televangelists courting state 
power decried homosexuality as the decline of civilization, 
providing political cover for an administration that refused 
to acknowledge the AIDS epidemic. As much as these 

holy men mentioned the name of Christ, they seemed 

to want nothing to do with the man who flipped the 

tables of money-changers, protected a prostitute from a 
fundamentalist mob, laid a healing hand ona leper, and was 
ultimately neutralized for being an enemy of the state. 


Fearful of the corrupting influence of politics and power, 
the Faith offered no mainstream counter to the greed, war- 
mongering, and social malevolence of televised false profits. 
They could only close their ranks and make their temples 
harbors for the weak and the poor, who had never before 
been so reviled by the strong and the rich. Word of the 
Faith’s “sanctuaries” spread quietly at first, whispered in 
confessional booths, scrawled in bathroom stalls, and shared 
with the neediest of families, including those who fled the 
violence and economic desolation of their home countries. 
The secret would not last, however. Those who wanted to 
help with this work nearly matched in numbers those who 
needed its succor. Tithing that once flowed steadily into the 
coffers of megachurch moguls was being diverted to a truly 
humanitarian movement. People were rejecting cathode- 
ray Christianity and returning to their community-oriented 
deeds of faith. This was unacceptable to the politicized 
prophets of the airwaves. They had dutifully aligned their 
flocks with the Regime, and now it was time for the Regime 
to return the favor. 


Following a controversial episode of a prime-time 
investigative journalism show that snuck hidden cameras 
into what was allegedly a Faith sanctuary, the Regime 
declared the Faith’s sanctuaries illegal on multiple 
accounts: as havens for illegal immigrants, as mechanisms 
of money laundering and tax evasion, as rogue clinics 
engaging in hazardous medical malpractice, and so on. 


The movement's bishops were indicted, its assets were 
frozen, its temples were declared condemned, and its flock 
was to be dispersed. The Regime even offered the needy 
courtesy rides to processing centers eager to meet their 
special needs. The bishops surrendered willingly to the 
state, but not before delivering sermons calling on the Faith 
to defend their flock and look to how the other Abrahamic 
traditions defended themselves against the tyranny of the 
state. The actual meaning of this sermon, the last sermon 
that the bishops would give before being executed, was and 
continues to be deliberated by the Faith. The movement 
ultimately opted for the most radical of interpretations and 
steeled itself for a struggle against tyranny not unlike the 
mujahedeen of Afghanistan who were waging war against 
the atheist occupiers of the Soviet Union. 


War was not their way. They thought they didn’t have it 

in them. But when the Regime kicked in the doors of their 
temples, tore babes from mothers’ hands, bludgeoned 
believers into bloody pulps, and corralled shivering families 
into tractor trailers bound for internment camps, they 
received their sign from God. 


Revolutionary Competencies 

Higher Calling: There are religious and spiritual people 
among every possible ethnicity, gender, background, and 
social strata, especially amongst the loyalist population, 

but even in the highest echelons of the Regime. This hook 
has permitted acolytes of the Faith to infiltrate virtually 
every facet of American society, which often places them 
deep behind enemy lines, able to recruit, spy, or strike at the 
Resistance’s behest. 


Jeremiads: Priests, pastors, rabbis, and clerics representing 
virtually every faith have been hurling hellfire and 
hyperbole since the moment their religion came to be. In 
America, religion’s constitutionally-protected platform has 
been used to utter some of the most humanitarian, most 
hateful, and most seditious speech ever spoken in public. 
The Faith uses this same platform to beacon out Resistance 
propaganda, barely obfuscated with religious rhetoric, in 
broad daylight. 


Martyrdom: The Faith’s apocalyptic vision of America’s 
turmoil has led to some of its more zealous bishops to 
espouse martyrdom attacks; suicidal strikes against 
military targets that would otherwise be far too costly to 
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engage through conventional methods. A single martyr 
masquerading as a loyalist and fit with a hidden suicide- 
vest, or driving a vehicle-borne IED, can bypass most 
security and inflict profoundly more damage than a heavily- 
armed guerilla unit. 


Strategic Liabilities 

To the victims of war, the brutality and collateral damage 
of violent extremists is virtually indistinguishable from 

the brutality and collateral damage caused by a uniformed 
military. However, while the media portrays tactics like 
suicide attacks as barbaric, it describes a superpower’s 
warplanes dropping barrel bombs on hospitals as collateral 
damage. This narrative’s primary purpose is to reinforce the 
state’s monopoly on violence, just another way of ensuring 
that the wealthy continue to control not only the means of 
production, but the means of war. Absolutely none of this 
excuses any insurgency group that inflicts punishment 

on non-combatants or prisoners of war, during or after 

a conflict. Unfortunately, there are members of the Faith 
who, caught up in the apocalyptic fervor of radical bishops 
or reeling from very real atrocities committed upon their 
people, engage in some of the most grotesque expressions of 
violence the American Insurgency has witnessed. The Faith 
publicly rejects and excommunicates these outliers, and in 
some cases, even works with the Freedom Fist to neutralize 
them, but in the eyes of the public, the Faith is inseparable 
from those who twist its values into something monstrous. 


The Faith’s decentralization of religious and political 
authority among dozens of bishops, coupled with extreme 
emergency, has allowed the movement's ideological fringes 
to gain a prominence it never had. Some of these leaders 
eschew the Faith’s mission of mercy, instead instructing 
their flock to forcibly transform secular society into an 
expression of Old Testament brutality, starting with small 
towns. The territories they don’t take by force are culturally 
annexed, with the Faithful assuming leadership roles 

in local governments, school boards, and chambers of 
commerce. Before long, Faith doctrine and local law are 
indistinguishable, enforced by armed radicals patrolling 
the streets in pickup trucks with .50 caliber machine guns 
in the back. Repressive religious strictures dominate every 
facet of public and private life in these spaces. Everything, 
from speech to dress, must comply with the most punitive 
interpretations of scripture, to the point where homosexuals, 


adulteresses, and abortionists are stoned to death in public 
squares to the cheers and jeers of entire families forced to 
watch. When things get bad enough, these communities 
will beg to be liberated by the Regime, as will the larger 
population that the radicals retaliate against with suicide 
vests, spree-shooting, vehicular homicide, and other acts 
of terror. As terrifying as these outcomes are, the Regime 
is rarely interested in addressing extremism until it has 
reached a boiling point, for its value in establishing the 
permanent security state is immeasurable. Terrorism is 
tyranny’s handmaid. 


The Makers 


History and grievances 

The Makers are a secretive group of entrepreneurs, 
industrialists, venture capitalists, and heirs to old wealth 
who have decided that the Regime’s interests no longer 
coincide with their own. Some are appalled by the Regime’s 
action on a moral level, some see it as just another federal 
grift on an unprecedented scale. All, however, see the 
Regime’s nationalist protectionism, isolationism, and 
proclamations of eternal emergency as the antithesis of 

free market economics. They’d rather burn their money, 

or invest it in the losing side, than let it be syphoned by 

a state that generates excuses to tamper with markets or 
seize private wealth and property on an almost daily basis. 
While the Regime itself is capitalist in sentiment, its guiding 
economic principle is cronyism, spiked with a healthy dose 
of kleptocracy. It has positioned itself to pick the market’s 
winners and losers. Whether it is deregulating industries 
or breaking up monopolies, the Regime’s economy policy 
is based almost entirely on political expediency and the 
executive's fickle definition of loyalty. The executive’s 
family, friends, and foaming-at-the-mouth sycophants are 
making off like bandits, as are those companies chartered 
to build border walls, surveillance technology, armored 
personnel carriers, riot suppression gear, and other 
instruments of state power (unless they’ve ever made the 
mistake of publicly questioning the Regime’s motives, 
strategy, or stability). The core conceit of the Makers is that 
capitalism must be saved from tyranny, a position that puts 
them at odds with a growing portion of the Resistance who 
believes capitalism is tyranny. 
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“The Makers” take their name from just one of the many 
platitudes showered upon the ultrawealthy by politicians, 
investors, and newspaper editors. The name fits this small 
group who see themselves as job creators, demiurges of 
innovation, architects of prosperity, and exemplars of 
American exceptionalism. What others see as dangerous 
amounts of privilege and power bestowed on a few, the 
Makers see as a burden of profound responsibility that 
they’ve been chosen to bear. The American zeitgeist 
supports their mythological view of themselves. The roaring 
stock market of the early 80s, coupled with staggering rise 
of celebrity gossip, America’s original opioid crisis, has 
renewed and reinforced a narrative that these fortunate 

few will automate, innovate, day-trade, and deep-core 
mine America out of crisis and into an era of ecumenical 
prosperity. Their market maneuvers are analyzed in 
business journals with the same level of hyperventilating 
obsession that supermarket tabloids display in documenting 
their helicopter rides with supermodels. The fabulous 
lifestyles they live are not grotesque but Godly, according to 
televangelists, and living proof that the Lord rains riches on 
those who adhere to the prosperity gospel. And even some 
of the most skeptical of atheists somehow believe in the 
mythology of the self-made billionaire. 


Unlike the other factions, the Makers do not compose an 
intentional community nor a large sociopolitical bloc of like- 
minded activists and ideologues. There are actually only a 
handful of Makers, and their affiliation with the Resistance 
is a tightly guarded secret known only to their closest 
retainers and Resistance Command. However, America’s 
obsession with celebrity and the fabulously wealthy 
means that the Makers, themselves, are under constant 
surveillance, not by the Regime but by the paparazzi and 
those whose economic interests are tightly coupled to theirs. 
To avoid being publicly outed as a Resistance partisan and 
subsequently destroyed, they obfuscate their involvement 
with the Resistance by covertly funding seemingly 
independent political action committees, think tanks, 
lobbyists, chambers of commerce, paid-for-politicians, and 
a small army of loyal retainers willing to act as agitators, 
spies, saboteurs, enforcers, and bagmen. Despite several 
degrees of distance from the movement's ground truth, 
the Makers are very hands on in the management of their 
assets, sometimes down to the smallest detail, for they 
understand that one slip-up could result in their assets 


being frozen, their factories being nationalized, their stocks 
tanking, and their reputation being slandered in celebrity 
gossip rags and moneyed circles alike. To most Makers, this 
is a fate worse than death. There is a silver lining, here. The 
American justice system was designed to defend the rich 
from the poor. Not even the most loyal of Regime judges 
could bring themselves to sentence a Maker to prison or 

a processing center. After all, that type of punishment is 
unsuitable for America’s unofficial royalty. 


Revolutionary Competencies 

Wealth: Millionaires can afford yachts, Italian sports 

cars, and ocean-side villas. The Makers can afford media 
conglomerates, mercenary armies, and political parties. The 
Makers use their wealth to project their will, typically in the 
form of overt bribery (“campaign contributions”), covert 
bribery (duffel bags of cash), and the best blackmail that 
money can buy (compromising photographs). They mask 
their actions through voodoo accounting, financial shell 
games, and by abusing the loopholes of Byzantine banking 
regulations. 


Technocrats: As mavens of industry, the Makers are deeply 
versed in 1980s telecommunications, automation lines, 
supply chains, and other complex systems. They have access 
to analysts, engineers, programmers, and phreakers who 
can (sometimes unwittingly) make their vision a reality, 
whether that its hardening Resistance systems or exploiting 
single points of failure in Regime systems. 


Moral Hazard: Thanks to an economic and legal system 
designed for their benefit, the Makers are effectively 
immune to the risks and consequences of their actions. 
When you have billions, losing hundreds of millions on a 
bad investment is an annoyance. When it is easier for the 
legal system to placate you than punish you, being indicted 
for treason is an inconvenience. The very structural realities 
that permit the Makers to be “innovators” also make them 
more likely to advocate for and bankroll the Resistance’s 
most daring and dangerous operations. 


Strategic Liabilities 

The Resistance has an unusual relationship with the 
Makers. As far as the movement's rank-and-file know, 
there are no oligarchs bankrolling the fight, and even if 
there were, Resistance Command would never let them 
co-opt the movement. There may be a handful of suits and 
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consultants helping with the logistical and administrative 
components of the American Insurgency, maybe, but they 
always know when to take a back seat when important 
decisions need to be made. This illusion suits the needs of 
both the Makers and Resistance Command, but the reality 
is far more complicated. Revolutions cost money. The 
Resistance’s strategic directive to only seize property and 
means of production that support the Regime’s war-making 
efforts means it is frequently strapped for munitions, 
supplies, and cash. There have been a number of times 
where the Makers’ “investments” have kept the movement 
alive when the chips were down. Captured Resistance 
lieutenants are suddenly released from jail without so much 
as an interrogation. Trucks full of food, water, and medical 
supplies are mysteriously permitted to bypass Regime 
blockades. A popular talk-radio demagogue with millions 
of listeners abruptly quits the radio business altogether to 
spend more time with his family. A shipment of Stinger 
missiles bound for Afghanistan end up slamming against 
Regime gunships in the skies over rural Pennsylvania. The 
Resistance is rarely in a position to turn down this type of 
aid, especially when the price tag is a simple ask to keep the 
Makers in the loop. 


Unfortunately, nothing is for free, particularly in theatres 

as profitable as war. Without even realizing it, Regional 
Commanders develop a reliance on the Makers’ financial 
support. They begin to make small adjustments to how 
they allocate resources and prioritize operations, convinced 
that making minor concessions to the Makers is a necessary 
evil required to maintain a cash flow and win the long 

war. Soon, however, and in flagrant defiance of Resistance 
Command, regional blocs begin unwittingly operating 

as the mercenary army of their financial benefactors. 
Offensive operations, like the destruction of refineries, 
crops, or container barges, conveniently coincide with major 
stock dumps and newsworthy business acquisitions. The 
adherence to the rules of ethical insurgency begins to fade, 
replaced by incentive programs and profit-sharing schemes 
wrapped in revolutionary rhetoric. Cottage industries form 
to “meet the movement's evolving needs,” transforming 
military functions like prisoner exchanges into profit 
centers. The rank-and-file begin talking about once-detested 
multinationals as allies after seeing PR campaigns giving 
the Resistance a subtle nod and wink. What makes all of 
this palatable, and in most cases invisible, to those doing the 


Makers’ work is that they are never asked to challenge their 
beliefs or take anyone’s side. Fight the power, comrade. Rebuke 
the devil, holy roller. Don’t let them tread on you, minuteman. 
None of it matters to the Makers, so long as capitalism 
survives the failed state. 


Repeat the Signal 


The motto of the Resistance is “Repeat the Signal,” 

which is spray-painted on building faces, used as the 
concluding sentence of digital manifestos, shouted over 
the air-waves, battle-cried over the sound of gunfire, and 
said by insurgents to one another with almost religious 
reverence. The motto has a dual meaning. The first and 
most obvious meaning relates to Receivers; the Resistance 
must repeat the actual, technical Signal over FM radio to 
give Receivers the power they need to crush the Regime. 
The second meaning demonstrates the Resistance’s intimate 
understanding of insurgent strategy and effective political 
movements. To win, the Resistance must continually 
beacon out their political message of solidarity, legitimacy, 
and victory to both the American population and to the 
international community. If both the American people and 
the international community finally turn their sympathies 
towards the Resistance, the Regime will be utterly smashed. 
Knowing this, the Regime will do everything in its power 
to silence or distort this message, but so long as a single 
insurgent continues to “Repeat the Signal,” the Resistance 
lives on. 


A word that the Resistance won't say is the name of 

the current President of the United States of America. 

The Resistance will refer to him as the President or the 
executive, but never by his actual name. To them, a single- 
minded focus on one person is both dangerous and misses 
the entire point of the American Insurgency. They diminish 
his standing to avoid the reckless fantasy that tyrannicide, 
the killing of a tyrant, actually solves anything. History has 
shown time and time again that it does not. A focus on one 
person distracts from the systems of oppression that fascism 
is built upon. Unless these systems are smashed, they will 
simply prop up the next tyrant, one that could be even more 
ruthless and degenerate than the current one. 


THE REGIME 
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The Freedom Fist 


The American Freedom Corps, colloquially known as 

the “The Freedom Fist,” is the United States’ uniformed 
military force. What sets the Fist apart from the soldiers 
that defended American interests throughout history is 
that they are a merger of traditional military infantry and 
law enforcement officers, chartered to neutralize threats 
both domestic and international. Over half of the Fist’s 
standing forces and material, including air support and 
armor, are deployed in anti-Soviet proxy wars throughout 
the globe. The remainder are on active duty in the United 
States, charged with peacekeeping and crime prevention 
duties that have historically been the purview of law 
enforcement. Unlike traditional law enforcement, the Fist 
has the legal authority to carry out military action against 
persons deemed interior threats, up to and including US 
citizens, on American soil. They are an extremely visible 
part of everyday life in America, particularly in major urban 
centers, where they man random checkpoints, patrol the 
streets on foot and in armored vehicles, guard government 
facilities, provide security for politicians and dignitaries, 
contain and crush activism, round up unwanted peoples, 
and control major transit hubs like subways and airports. 


Organizationally, the homeland-stationed Fist is structured 
like law enforcement. High ranking commissioners chosen 
by each state’s governor oversee the finances, activities, and 
strategy of Fist precincts located in major cities. However, 
instead of partner patrolmen riding around in squad cars, 
responding to 911 calls, and deferring to SWAT teams for 
high risk events, the Fist looks and acts more like a modern 
military occupation force. Fireteams of heavily armored 
and armed soldiers cruise around in six-wheeled armored 
personnel carriers (APCs), leveraging air support from 
gunships brimming with miniguns and rocket launchers. 
The individual Fist regular’s general issue is a riot shield, 
baton, sidearm, hand radio, zip-tie cuffs, tear gas grenades, 
fragmentation grenades, bullet-proof vest, shoulder-slung 
assault rifle or submachine gun, and his most important 
asset: the mask. The Fist’s iconic skull mask both intimidates 
his enemies and grants him the anonymity needed to 
execute the regime’s mission of containment, oppression, 
and violence against the American citizenry. 


While the demographic makeup of the Fist and its support 
personnel are extraordinarily homogeneous (at least 95% of 
them are Caucasian males between the ages of 18 and 40), 
there remains some political contention and factionalism 
within their ranks. The most immediate source of internal 
conflict is between former law enforcement officers and 
career soldiers. Former police see former military as 

inept, trigger-happy cowboys who don’t understand the 

ebb and flow of the streets. Former military see former 
police as lacking both the mettle and skill to effectively 
engage insurgent forces. Neither background seems 

fully comfortable with or suited to the tactical situation 

of American occupation, and raw recruits from neither 
background get conflicting advice and training from both 
sides. Further, there are varying levels of support for the 
Regime, ranging from enthusiastic buy-in (and volunteering 
for “special missions”) to outright coup-planning. What 
keeps an otherwise fragmented force together is a strong “us 
versus the world” mentality, due to continuous campaigns 
of protest, peaceful defiance, scrutiny from alternative 
journalism sources, and somewhat rare assaults on and 
assassinations of off-duty Fists. What keeps the Fist relatively 
loyal to the Regime, specifically, is internal intimidation by 
Regime hardliners. Anyone who doesn’t hold water for their 
brothers will be killed in friendly fire “accidents” or to left to 
fend for themselves when and if they call for backup. 


The Routine Stop 

Receivers must contend with the Freedom Fist on a 
regular basis, given that they are the Regime’s primary 
enforcers. They execute tactical raids on Resistance 
safehouses, suppress citizen assembly with crowd 

control tactics, and maintain the security of Regime 
facilities, assets, and personnel. Even outside of the 
context of Resistance operations, Receivers are likely to 
encounter the Fist regularly during routine traffic stops, 
checkpoint inspections, or equally mundane interactions, 
particularly if any of the Receivers are a person of color, an 
unaccompanied woman, or a person of ambiguous gender. 


Structurally, getting stopped by the Fist is simple. They 
collect identification, inspect it, and then radio names and 
dates of birth to dispatch. Dispatch confirms the legal status 
of each subject and advises the Fist on what to do: generally, 
release, detain, or neutralize with extreme prejudice. This 
“formal” part of a stop is rarely an issue for the Receivers, 
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whose aliases and identities are forged, managed, and 
maintained by the Resistance’s most skilled handlers. 
Where things get dicey, however, is when the Fist pursue a 
path of escalation fueled by boredom or bigotry. Given that 
there is no legal requirement nor professional expectation 
for the Freedom Fist to maintain their composure in the 
face of stress, and that the justification for the use of lethal 
force is “I felt scared,” the onus to stay calm, deescalate the 
situation, and not get shot is placed entirely on the stopped 
subjects. 


In any Fist fireteam, there is at least one “instigator” who 
will use intimidation, humiliation, and excessive force as 
means of escalating the situation. His goal is to provoke the 
stopped subjects into reaction, giving the Fist justification 
to move to higher force options that typically result in the 
injury or death. As a counter, one of his squad mates serves 
as the fireteam’s “cooler,” the level-headed one who does 
not abide the instigator’s treatment of the subjects, either 
on moral grounds or because he does not want to deal with 
the hassle of paperwork. The remaining two regulars will 
simply side with whomever seems more assertive in their 
position. 


Regardless of whether his squadmates side with the 
instigator or not, they will always rise to his defense if he 
commits to a violent course of action. In the aftermath, 

they will lie, plant evidence, and conspire to support his 
version of events, if only to exonerate themselves and 

avoid the dangerous stigma of being a department snitch. 

It does not matter how many good, just, or selfless people 
compose the ranks of the Fist when virtually all legal, social, 
professional, and societal factors insist on the protection of 
the department’s worst. 


EYE-Ops 
EYE-Ops is the intelligence and investigation support 
branch of the Freedom Fist and an amalgamation of what 
had been three separate agencies: The Federal Bureau of 
Investigation (FBI), the Central Intelligence Agency (CIA), 
and the National Security Agency (NSA). EYE-Ops is staffed 
primarily by civilian bureaucrats, analysts, and technical 
specialists, though all have gone through defensive tactics 
training and are licensed to carry and use a firearm in the 
course of their duties. Whenever the Freedom Fist raids 

an enemy stronghold, seizes a shipment, or conducts 


an air strike, you can be certain they were acting on the 
intelligence and/or supervision of EYE-Ops, regardless of 
whether the mission was domestic or international. EYE- 
Ops has three distinct but often overlapping directives: 
signal operations (SIG-Ops), psychological operations (PSY- 
Ops), and Counter-Intelligence (CI), leveraging the core 
capabilities of the previous organizations who specialized in 
these missions. 


The SIG-Ops directive, formerly the purview of the NSA, 
carries out the technical operations and activities required 
to detect, disrupt, and prevent the Signal. This includes 
managing FM radio stations, hunting pirate FM radio 
stations with spectrum analyzers, and deploying Signal 
snare devices in strategic locations. Additionally, SIG-Ops 
supports any CI investigation that involves computers, BBS, 
and telephone abuse. 


The PSY-Ops directive, formerly the purview of the CIA, 
carries out the political and clandestine activities required 
to degrade the legitimacy and solidarity of the Resistance. 
This includes managing television news stations and 
newspaper publishers, executing false-flag operations, and 
forcing political outcomes that create antagonism between 
Resistance factions and their external allies. PSY-Ops also 
directs the activities of paramilitary “hooligans.” 


The CI directive, formerly the purview of the FBI, carry 

out all the investigative activities required to find, arrest, 
and/or neutralize members of the Resistance. This includes 
building cases on suspected partisans (especially those 
within the Fist or EYE-Ops), deploying wiretaps on phone 
lines, and performing interrogations. 


EYE-Ops is everywhere, watching everything; thus, their 
moniker. Their agents have either overtly or covertly 
infiltrated countless businesses, institutions, and facilities 
throughout America. In places like major radio stations, 
television news studios, financial institutions, and 
government facilities, EYE-Ops operates in the open, 
working alongside private sector staff in an official capacity. 
However, many agents, especially from the PSY-Ops 
directive, have covertly infiltrated universities, churches, 
labor unions, activist groups, and other organizations 
throughout the country in order to influence political 
outcomes on the ground or gather intelligence on suspicious 
persons to hand over to CI. 
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EYE-Ops is considerably more diverse in demographics 
than the Fist, primarily because of their broader range of 
skills. Just like the Fist, there is factionalism and varying 
degrees of support or antipathy for the Regime’s domestic 
policies. Potential problems of loyalty are solved not 
through threat of violence, but through information 
compartmentalization, which is the technical and 
administrative process of keeping information about 
different missions completely separate from one another. 
EYE-Ops agents who have demonstrated hesitation in 
supporting operations against the American Insurgency are 
instead assigned to support one of the United States’ several 
concurrent proxy wars against the Soviets. Their access to 
files, dossiers, plans, and databases regarding the domestic 
mission is revoked, and CI monitors for and investigates 
any attempt to cross these boundaries. 


The Banality of Tyranny 

Organizations are composed of individuals. Only a small 
cross-section of individuals in EYE-Ops are completely 
aligned with the Regime’s policies, but their influence is 
outsized as loyalty to the executive is rewarded through 
promotion and prestigious assignments. The remainder 
either contribute to, or sabotage, the Regime’s efforts based 
on a complex web of individual and social factors. A crude 
but useful means of modelling this is the supposition that 
every agent, analyst, and bureaucrat in EYE-Ops exists 
somewhere on the spectrum of mercenary (“I’m just here for 
the paycheck”) and disciple (“I truly believe in the mission).” 
Both ends of this spectrum present unique opportunities 
and risks for both the Regime and the Resistance. 


The typical mercenary does the Regime’s bidding because 
it provides her a steady paycheck, a pension, and relative 
safety. She might disagree with the direction that the 
executive has set for her organization, but as far as she is 
concerned, she is too low on the org chart to have any real 
accountability when EYE-Ops oversteps its legal bounds 

or otherwise ignores the law. The brass said jump, so she 
jumps. If she declines a task on moral or legal grounds, 
which she is permitted to do, she knows someone else will 
do it anyway (likely stealing the promotion she has coming). 
So she may as well do what she is told. However, some 
mercenaries are so disenfranchised from the organization’s 
mission, or in such financial straits, that they are vulnerable 
to bribery. They will sell out their organization and share its 


secrets for a duffel bag of cash and a plane ticket to a non- 
extradition country. The mercenary is not necessarily driven 
by greed. Her true goal might be as noble as ensuring the 
safety and security of her family, as desperate as paying off 
her blackmailer, or as narcissistic as living the high life she 


feels she is owed by the world. Money is just a way to get 
there. 


The typical disciple feels that her organization is a 
sacrosanct institution. She might disagree with the direction 
being set by the executive, but for her, it is more important 
that everyone does what they swore an oath to do so that 
her organization does not fall into chaos or irrelevancy. She 
is so committed to her organization’s enduring domestic 
or geopolitical objective — such as nuclear deterrence, 
crime reduction, or foreign regime change — that she’ll 
abide virtually anything the executive does, so long as it 
does not impact her organization’s mission or her career 
aspirations. Many disciples are careerist, through and 
through. They cannot fathom life outside of their agency. 
They see career progression within their organization not 
only as the single most important means of signifying 

their worth as a person, but also as a means to mold the 
organization in their own image. The careerist is the most 
likely to doggedly support the executive's direction, as the 
White House typically decides whose career rises to great 
heights or dies on the vine. However, she is also the most 
likely to sabotage important programs, sell out her rivals, 
or leak scandalous information to the press if she is passed 
over for a promotion or her fiefdom is threatened. What’s 
worse, the careerist’s machinations and hoarding of power 
is what causes other disciples to sour on the organization as 
a whole. 


While there are some members of EYE-Ops who have 
defected to the Resistance on principle, the vast majority of 
defectors are either hungry mercenaries or jaded disciples. 
Resistance handlers recruiting these defectors understand 
that identifying and appealing to self-interest can achieve 
results that no amount of revolutionary rhetoric or appeals 
to humanity can. 


o 
a 
* 
* 
. 
. 
. 
. 
. 
> 
« 
. 
. 


Hooligans 


Despite the Regime’s contempt for globalism, it always had 
a soft spot for one European import: football hooliganism. 
Football hooligans are, to be generous, extremely passionate 
fans of what Americans call soccer. They also tend to be 
gangs of hyperviolent nationalists eager to humiliate, 
assault, or even kill the fans and players of rival football 
clubs. While there are no mainstream American sports clubs 
as vicious as European football hooligans, PSY-Ops has 
been quietly fostering hooliganism throughout America’s 
minor league and “bar league” baseball and softball clubs. 
The United States has never had a shortage of deranged 
ultranationalist groups ready and willing to do the work 
that they think the government should have done a long 
time ago. However, they have spent most of their existence 
hiding in the shadows, awaiting a wink and a nod from a 
strong leader who seems to “get it.” They have that leader 
now and the veneer of sports fandom gives them the ability 
to organize and operate in plain sight. 


As part of the PSY-Ops directive, hooligan groups 
throughout the country have been unofficially deputized 
and given a simple mission: spy on and punish the 
communities represented by the Resistance — Soviet 
sympathizers, homosexuals, immigrants, minorities, and 
liberals — through any means they see fit. The strategy 

is two-fold. First, it is a force multiplier for the Regime. 
The majority of Freedom Fist and EYE-Ops operations 
take place in major cities, leaving rural America, (which 
is, geographically most of the country) a major blind spot 
for the Regime. Deputizing hooligan groups extends the 
Regime’s awareness and reach deep into the heartland. 
Second, hooligan groups eagerly do tasks either too 
politically explosive for the Freedom Fist to handle openly, 
or too ethically dubious even for Freedom Fist hardliners. 
They have been given leniency to commit the atrocities 
that terrify local communities and compel compliance 
with Regime directives. Stay loyal, assimilate, or else. 

The Regime, meanwhile, maintains deniability. “It wasn’t 
us,” they say, “it was local criminals.” When targeted 
communities are attacked, they sometimes lash out with 
proportional violence, which plays right into the hands of 
loyalist news stations and newspaper publishers eager to 
build false equivalency and distort the story to exaggerate 
the criminality of those defending themselves. 


Hooligan clubs operate primarily in rural areas. It is not 
that violent bigots don’t thrive in cities, but the Fist is 
utterly intolerant of irregulars and amateurs complicating 
their operations. The defining element of any hooligan 
club is not its politics or methods, but its relationship with 
the local sheriff’s office. Sheriffs, the law enforcement of 
counties (as opposed to cities), were not absorbed in the 
consolidation of the Freedom Fist, in part because of costs, 
but mostly because of perceptions that rural America 
better embodied “Real America.” Sheriffs still drive around 
in black and white squad cars, wear badges, follow due 
process, and enjoy autonomy — unless the Fist or EYE-Ops 
arrives and assumes jurisdiction. Some sheriff offices are 

in league with hooligan clubs, let them operate freely, and 
finance their activities through illegal means such as drug 
production or cassette / VHS bootlegging. They will stand 
by while hooligans commit atrocities or even partake in 
them, themselves. Some sheriffs, however, will not suffer 
these fools, regardless of how they feel about the Regime. 
To them, the law is the law, for better or worse. They will 
frequently arrest and detain hooligans, only to have a 
member of PSY-Ops arrive and demand their release. The 
frustration is mounting and there are small towns across 
America that are careening towards their own showdown at 
the OK Corral. 


The True Seat of Power 

The Resistance will never waste an opportunity to 

disrupt, humiliate, and scatter hooligans and other white 
supremacist groups. They reject the notion that direct action 
against these racial extremists only elevates their profile and 
casts them in a sympathetic light. Decades of ignoring them, 
of letting them recruit throughout the country uncontested, 
has only led to their steady rise to power. The flailing 
opposition party in Congress joins the Regime in its pearl- 
clutching and chastisement of Resistance sympathizers 

who use counter-demonstration, black bloc tactics, and 
community defense initiatives to make white supremacists 
feel extraordinarily unwelcome and unsafe wherever they 
reside. What the Resistance realizes, and what a majority 

of the country refuses to acknowledge, is that white 
supremacists have always had a death grip on the American 
body politic. 
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It is comforting to think of white supremacists groups as the 
disposable and deniable lackeys of an administration using 
them for its own gain. It is comforting to think of them as an 
insufferable ideological fringe not tolerated by polite society. 
It is comforting to think of them as small town rubes selling 
bootleg VHS cassettes so they can buy German WWII 
uniforms at the military surplus store and play dress up. It 
is comforting to think of them as an already downtrodden 
white working class lashing out as demographic changes 
diminish what little remains of their power and relevancy. 

It is comforting to think of them as alienated young men 
resentful that not all of them can be the TV hero who wins 
the day, gets the girl, and lives happily ever after. Yet, all 
this minimization and infantilization of white supremacists 
robs them of both their agency and their accountability for 
the physical and emotion violence they inflict on the world. 


While their detractors and secret-sympathizers alike 
minimize their influence, the entire country is marching 

to their beat. Pundits of all ideological bents breathlessly 
protect their political platforms, the Freedom Fist stumbles 
over itself to protect their demonstrations, and the Regime 
forcefully engineers demographic changes to acquiesce 

to white supremacist designs. Border walls, internment 
camps, mass deportations, militarized police, and the steady 
lurch toward genocide were never the priorities of the 
industrialists, televangelists, libertarians, or disenfranchised 
workers who helped place the Regime in power. They made 
these and many more concessions to ethno-nationalists 

in order to achieve some other end: lower their taxes, get 
their jobs back from immigrants, abolish social programs, 
criminalize abortion, etc. The only group that didn’t make 
any concessions, meanwhile, was the white supremacists. 
They are getting exactly what they want. To their absolute 
glee, the country is being remade in their image and they’ve 
hardly exerted any effort to do it. The reality is that they 
just might be the most powerful and influential group in 
American politics. 


The people that comprise the disparate white nationalist 
groups are neither puppet-masters nor architects of some 
grand conspiracy. What gives them their power is society’s 
tacit approval of their antics. They are continually forgiven 
for statements and excesses that would get other groups 
slandered, jailed, or eradicated from public discourse. No 
matter how grotesque, outrageous, or violent they are, 


they are always invited back for more. American politics 
just can’t seem to quit its Nazis. Like the court jester, he is 
laughed at and mocked by the gentry, but he’ll always have 
his seat next to the king. 


Jammers 


Perhaps the most closely guarded national security secret in 
America is the fact that a majority of Receivers discovered 
by Project Sigmata are aligned with the Regime. These 
cybernetic loyalists aren’t fighting the American Insurgency, 
however. They have been secretly placed in foreign 
countries where they use their talents to carry out acts of 
espionage, sabotage, assassination, and coup-planning 
against America’s geopolitical rivals. They watch the 

news of an insurgency back home with great curiosity and 
concern, but are fully committed to their current missions. 
A few of these loyalists, however, are being summoned back 
to the homeland, with the express purpose of combatting 
Receivers aligned with the Resistance. These operatives 

are called jammers because they are summoned to squash 
the Signal, both figuratively and literally, in places where 
Regime forces have lost control to the Resistance. 


The jammer trains every waking moment, expanding her 
mental, physical, and emotional potential, knowing that she 
will be called upon to be the lynchpin in the Regime’s most 
desperate and important battles. When the time comes, 

she is choppered to a flashpoint where Regime tanks and 
gunships lay in smoldering ruins and the Fist is in full 
retreat; the telltale signs of Receiver victory. Her mission 

is to find and kill the Signal while the Fist regroups and 
musters outside of the conflict zone. She knows she will 
have to contend with one or more Receivers, and she is 
ready for them. 


A single jammer is often a fair match for a team of insurgent 
Receivers. A jammer does not have to hide from Regime 
forces and is rarely cut off from the Signal for long. She 
resides in fortified, remote EYE-Ops labs throughout 
America. There, she continually basks in the Signal, freely 
broadcast from a short range radio station. With the support 
of lab technicians, she develops and refines exotic and 
horrifying expressions of the Signal: the types of powers 
that insurgent Receivers could only dream of: corporeal 
manifestations of extra-dimensional or extra-terrestrial 
imagination, ravenous remote-controlled thralls whose 


flesh bristles with circuit boards and antennas, and entire 
buildings becoming the animated, armored shell of her 
splayed cybernetic nervous system. Her support staff rarely 
endure this research without ending up institutionalized, 
buried, or disappeared. 


A contest between a jammer and insurgent Receivers is 

a super-heroic, apocalyptic battle straight out of a comic 
book. Vehicles are thrown, buildings topple, lasers cut 
swathes through bridges and towers, and biomechanical 
bodies are hurled through meters of steel and concrete. 
When the dust finally settles, there are two outcomes. In 
one of those outcomes, the jammer, fighting to the death, 
has been defeated, and Regime military forces pull out 

of the area entirely, hoping that the EYE-Ops agents and 
saboteurs remaining can one day engineer the reconquest 
of the city. In the other outcome, the Signal has died, the 
Fist has retaken the city, and insurgent Receivers not 
utterly annihilated in the battle are constrained in faraday 
straightjackets and carted off to a secret facility where 
they will be reprogrammed via electroshock therapy, to 
eventually become jammers themselves. 


The Mirror 


When the Receiver looks upon the jammer, she sees what 
she might become. The jammer has been programmed 

to be the fist of a violent ideology. She will fight to the 
death in order to preserve it. There is no going back. She 
cannot be dissuaded nor deterred. If the Regime has its 
way, the Receivers supporting the Resistance will either 

be eradicated or forcefully converted into a new jammer. 
However, getting captured and reprogrammed is not the 
only way a Receiver transforms into a jammer. Just like all 
Resistance sympathizers and partisans, the Receiver is a 
politically-conscious creature. The factions supporting the 
Resistance wrestle internally with their own authoritarian 
impulses. If one of them betrays the coalition to violently 
seize power, a Receiver’s affinity for a faction may make her 
prone to forgiving, if not partaking in, that faction’s violent 
excesses. Anything for the cause. Gaze long enough into the 
abyss, and the abyss will gaze into thee. 
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A Few Bad Apples 


The individuals that make up the Regime are typically not 
as zealous about the ideology of “Real America” as the 
loyalist population is. Many of them feel helpless to change 
things. Many of them have developed justifications for their 
complicity in the Regime’s violence against the people. 
Some actively agitate for change, internally, to transform 
their institutions into something that matches the lofty 
language of their charters. But the harsh reality is that there 
is no amount of well-intentioned “good guys” that can 

save intuitions that are inherently, systemically corrupt. 

The notion of “a few bad apples” shifts the blame to the 
symptoms of corruption, instead of its causes. It ignores the 
fact that many of these intuitions are so axiomatically rotten, 
and so soundly focused on self-preservation above all else, 
that they will always be engines of malice churning out bad 
apples like they were bad apple assembly lines. 


REPEAT THE SIGNAL: 
FM RADIO 
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During the revolutionary movement known as the Arab 
Spring, one of the most profound lessons of a people’s 
resistance against modern tyranny took place in Egypt. 
Days into a popular uprising, the Mubarak regime killed 
all of Egypt’s access to the Internet. The goal was two-fold. 
First, the regime recognized that the resistance was using 
social media to organize and inspire the population, so they 
hoped that killing the Internet would disrupt this activity. 
Second, and more importantly, the regime recognized 

that the resistance was using the Internet to call out to the 
international community for support and solidarity. They 
were sharing stories of both hope and atrocity. The world 
was moved and international support for the regime was 
shaking. By killing the Internet, the regime hoped to stifle 
the Signal. However, the regime did not anticipate the 
cunning and resiliency of the Egyptian people. 


In response to the Internet being compromised, the Egyptians 
immediately switched to low-tech and out-of-band modes 

of communication: old dial-up modems, satellite telephones, 
fax machines, radios, and couriers. Though not without 
hiccups, the resistance used these modes of communication 
to continue organizing the population and reaching out to 
international reporters, governments, and NGOs, who in turn 
repeated and amplified the Signal. The regime was simply 
incapable of silencing this distributed communications 
network, and the international calls for Mubarak’s ouster 
became deafening. The regime was also unable to anticipate 
a critical outcome of their technical censor: when the Internet 
went down, the people took to the streets to talk to each other 
and figure out what happened. When people stop hiding in 
their homes quietly hoping for change and actually assemble, 
it awakens a sense of community, urgency, and collective 
responsibility. In this manner, the regime unintentionally 
created the very mob that would storm the public square of 
the capital and successfully cheer on the ouster of a tyrant. 


It is easy for the West to lazily associate the Middle East 
with only the tyrants, severe religious strictures, and 
extremists that have crushed the people for centuries. 
However, the Middle East remains a cauldron of some of the 
most pure and profound expressions of democracy, liberty, 
and freedom seen in the 21" century. SIGMATA attempts 

to both teach and gamify the concepts behind keeping a 
people’s resistance network alive in the face of government 
crackdown, informed by the events of the Arab Spring. 


This chapter, along with the next three chapters, introduces 
SIGMATA’s netwar concepts, providing an overview of 
1980s communication and information technology (radio, 
telephony, home computers, mainframes, modems, bulletin 
board systems, and digital storage) and then discussing 
how all these technologies are used and abused by both the 
Regime and Resistance. While SIGMATA does aim for some 
historical accuracy regarding the capabilities and limitations 
of 1980s technology, we do take some short cuts and 
liberties to ensure that the play concepts remain exciting 
and interesting to people who might not be radio hobbyists 
or telco security veterans. For example, in real life, the major 
computer brands of the 1980’s were almost universally 
incompatible with one another. This technical complication 
is more annoying than it is dramatic, so we gloss over it 
entirely. We take many similar liberties. 


FM Broadcast Radio 


We begin our discussion with the oldest, most prevalent, 
and most important technology required to repeat the 
Signal: FM radio. FM radio rose to prominence in the 1970's 
and 1980’s, becoming the standard for pop radio due to 
increased sound quality and noise reduction. FM has a 
considerably shorter range than AM, so it has become the 
sound of the city and the suburbs, those population centers 
within an FM tower’s limited line-of-sight radius. Virtually 
every station within the FM band is playing a constant 
barrage of pop, rock, new wave, and hip hop singles, only 
ceasing to play music for the purposes of advertisements, 
insipid morning shows, or Regime propaganda. AM 
stations, meanwhile, extending hundreds of miles, serve 
wide swaths of rural America, featuring country and gospel 
music, political talk radio, and Christian programming. 
While AM covers a considerably larger area, only the FM 
band, and specifically, the 88 to 108 MHz range, has the 
frequency and bandwidth requirements to repeat the Signal. 
AM is simply too noisy and cannot deliver the Signal’s 
number sequence with the speed and fidelity required to 
power Receivers. 


FM carrier waves are line-of-sight, travelling in an 
approximately 60 mile radius from a broadcast radio 
station’s antenna tower. They deliver excellent sound 
quality, but they are impeded by physical barriers, meaning 
that a Receiver deep within a facility or an underground 
parking complex will suffer from a degraded or dead signal. 
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The range of FM can be extended through the use of radio 
repeaters fixed to tall buildings or structures in rural areas, 
such as silos and water towers, as well as inside facilities 
that would otherwise block FM carrier waves. 


The technical specifications of broadcast radio are 
extraordinarily complex, but here is a simplified overview 
of its most basic building blocks. An FM radio station is a 
location that has a studio, a broadcast mixer, a transmitter, 
and an antenna tower on top. Inputs, such as cassette 
players, LP players, microphones, and synthesizers, are 
plugged into a broadcast mixer, which manages the volume, 
sound quality, and selection of sounds, shows, or songs to 
be broadcast. The mixer is connected to a transmitter, which 
converts the broadcast mixer’s inputs into what is called 
radio frequency alternating current. Think of it as special 
electricity. When that special electricity is then pumped 

into an antenna, radio carrier waves are created and shoot 
out in all directions. The bigger the antenna tower and 

more electricity it can handle, the further it can throw those 
carrier waves and the clearer the sound will be. For this 
reason, prominent radio stations need to have a healthy 
supply of power from the electrical grid to stay in operation. 


FM Pirate Radio 


Pirate radio is defined as any use of the 88 to 108 MHz range 
that is not authorized by the Regime. Those spots on the 
FM band are reserved for government and corporate use, 
and the Regime does not take lightly to their abuse because 
it can degrade, cancel out, or entirely overtake legitimate 
broadcasts. A pirate radio station requires the same setup 
as a commercial radio station, but on a smaller scale. A 
broadcast mixer and transmitter are still hard requirements. 
However, pirate radio usually emits from a much smaller 
antenna: the type that fits in a backyard, on top of a barn, 
fixed to the roof of a skyscraper, or in the back of a pickup 
truck. The amount of radio frequency alternating current 
these small antennas can manage is considerable smaller 
than the massive towers of popular radio stations, which 
makes their range considerably smaller (approximately 

5 miles), as are their energy requirements. These smaller 
antennas can be powered by any power outlet or car battery. 
Unlike authorized FM broadcast stations, pirate radio can 
be stood up and torn down anywhere, relatively quickly. 
Remember, however, that FM radio waves are line of sight. 
This means that a pirate antenna on the roof of a skyscraper 


can push waves up to 5 miles away, while a pirate antenna 
at ground level in a dense urban environment might be able 
to push waves up to 1 mile away. 


FM Repeaters 


An FM repeater is a setup that can extend the effective 
range of a broadcast by receiving and retransmitting it, 
almost simultaneously. Instead of a mixing board pushing 
content to a transmitter, a radio receiver tuned to a specific 
FM station is connected to a transmitter. The transmitter 
pushes out that received signal to an antenna, extending 

its effective range. Repeaters are typically outdoor, 
weatherproof fixtures or installations, not studios. Repeaters 
can vary in size and strength, from massive commercial 
towers to smaller pirate repeaters. Commercial radio 
stations use large repeater towers to extend their signal 

to broader markets. A popular radio station broadcasting 
from the city can be heard deep into the suburbs or rural 
areas, thanks to repeaters. Some corporate and government 
facilities use small repeaters to push FM to locations that 
might otherwise be hindered structurally, like basements. 
The Resistance uses strategically placed repeaters to extend 
the Signal into occupied territory. 


Cat and Mouse on the Radio 


The Regime controls the airwaves. Nearly every commercial 
FM radio station in occupied territory is controlled by 

the Regime and garrisoned by the Freedom Fist and a 
handful of SIG-Ops officers who monitor, and occasionally 
mandate, daily programming. In order to repeat the Signal, 
the Resistance must either commandeer a radio station, 
stand up a pirate radio station, or establish a chain of FM 
repeaters that extend the Signal from Resistance territory 
into occupied territory. This section discusses the feasibility 
and complexity of all three approaches. 


Commandeering a radio station is the highest-risk, highest 
reward approach. Controlling a high-powered commercial 
tower allows the Resistance to emit the Signal for dozens of 
miles and at a level of power resilient to jamming methods 
or interference. In order to achieve this, however, the 
Resistance must contend with a battalion of well-armed, 
highly-trained Freedom Fist soldiers who understand 

that the loss of the station will likely result in the Signal 
spreading across the region. The SIG-Ops officers assigned 
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to the station are ready to sabotage the studio’s equipment 
if it appears it will fall into enemy hands, if only to buy 
more time for the Freedom Fist to retake the station before 
the Signal is ignited. Only under the most extraordinary 
circumstances, however, will the Regime use explosives, 
tank rounds, or helicopter rockets to destroy a station or 
bring down a tower in occupied territory. The consequent 
destruction, collateral damage, and disruption to the local 
population would compound the tactical loss with a more 
damaging strategic loss of good will. In 1986, FM radio 

is a cultural touchstone and a pillar of normalcy keeping 
loyalists happy. Killing the radio is like turning off the water 
supply. 

Standing up a pirate radio station, while not technically 
difficult, is fraught with risk. First off, the actual equipment 
is considered contraband, which means the Freedom Fist 
will be looking for it at check points and investigating the 
presence of amateur radio antennas they see during their 
frequent patrols. Secondly, SIG-Ops has technical means 

to locate pirate radio stations that are transmitting. One 
method involves triangulation: the process of geolocating 
the source of a transmission based on the relative strength 
of signal received by three or more separate radio receivers 
geographically distributed in the surrounding area. Another 
method involves the use of a spectrum analyzer, a very 
heavy and cumbersome piece of electronics that basically 
works like a Geiger counter, except that it detects radio 
signals instead of radioactive particulates. 


If the Resistance has successfully launched the Signal from 
occupied territory, SIG-Ops will deploy “Counter-Signal” 
measures. The primary method of jamming the Signal is 
instructing commercial radio towers to switch to the same 
FM frequency that the Signal is being broadcast on and 
broadcasting anything else. That “anything else” might be an 
emergency broadcast message, or it might be pop music and 
commercials if the Regime does not want the local populace 
to panic or riot. A commercial tower will totally smother 
Signal being broadcast from a local pirate radio antenna, 
but it might require two commercial towers pumping 
Counter-Signal to smother the Signal being broadcast from 
another commercial tower that was commandeered by 

the Resistance. If this happens, the Resistance will begin 
switching FM frequencies, buying Receivers a few more 
minutes or seconds of Signal until SIG-Ops does the same. 


During these frantic radio wars, the Receivers are racing to 
destroy Regime military assets and symbols of power, while 
the Regime is scrambling their forces to find and neutralize 
the source of the Signal. 


Finally, there is using repeaters to extend the Signal into 
occupied territory. This involves either standing up new 
repeaters or gaining physical access to existing repeaters, 
often in precarious locations, in order to tune them to the 
same station that the Signal is being broadcast on. The 
goal is to create a chain of repeaters that extends the Signal 
directly to an area of operations (AO) that Receivers need to 
strike or defend. This activity requires timed coordination 
across multiple actors distributed geographically, and 
requires operations in the very suspicious and dangerous 
rural areas of America. With a lack of commercial towers 
in rural areas, it is harder for the Regime to jam the Signal 
with a flip of a switch. To sever the chain, SIG-Ops uses 
triangulation and spectrum analyzers to find Resistance 
repeaters and neutralize them, sometimes deploying 
specialized SIG-Ops APCs fit with low-power radio 
transmitters to jam them. 


REPEAT THE SIGNAL: 
TELEPHONY 
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Repeat the Signal: Telephony 


Before there was an Internet, there was the world of modems 
and bulletin board systems (BBS), which rode upon an even 
older technical network: the American telephone system. In 
the early stages of American telephony, telephone calls were 
manually connected by operators sitting in front of massive 
switchboards inside an office called a switching station. The 
face of a switchboard contained thousands of little plaques. 
Each plaque had a phone number assigned to it, a little light 
to signify to the operator that someone at that number had 
picked up the phone, and two phone jacks. When you picked 
up the phone, the operator saw the light turn on at the plaque 
assigned to your location, and plugged her headset into 

one of the jacks. You were now talking to an operator, who 
would ask you what number you are trying to reach. After 
you specified the number, the operator would find the plaque 
for that number, and then use a separate cable to connect 

the two plaques, plugging one end into caller’s spare jack 
and the other into the recipient’s spare jack. The recipient's 
phone would then start ringing, and if they picked up, the 
conversation began. The operator would then unplug her 
headset and start connecting another call, unless she was 
interested in sticking around and eavesdropping. 


Switchboards only contained plaques of local numbers 
physically connected to the switching station via phone 
lines. If the call was long distance (i.e. the recipient’s number 
was not local and thus on a different switchboard), the 
operator would have to instead connect the caller to another 
switching station, perhaps in the city where the call’s 
recipient lived. Depending on just how long distance the call 
was, sometimes several switching stations were involved. 
The extra labor and infrastructure needed to support these 
types of calls was costly to the phone company, so long 
distance calls were exorbitantly priced. 


By 1986, a single telephone company, referred to as “the 
telco” or just “telco,” enjoys a monopoly on all American 
telephony, which made it extremely easy for the Regime 

to infiltrate and convert it into an unofficial apparatus of 
state. The American telephone system has replaced tens 

of thousands of human operators with computers. The 
fundamentals of the system remain the same, but instead 

of you talking to an operator using your voice, your phone 
talks to an automated switching system using tones. When 
you dial a number, the corresponding tones that your phone 


makes essentially give instructions to the switching system, 
which then connects you to the person you were trying to 
call by connecting electronic ports (instead of phone jacks 
connected by a cable). It all works beautifully, but it’s not 
cheap. The infrastructure of American telephony is massive: 
telephone poles dot every street and highway, phone lines 
spider-webbed across the sky connecting virtually every 
building, and high-tech networked switching stations are 
popping up in new markets all over the country. The system 
also needs to be maintained. Hurricanes and tornados snap 
telephone poles like twigs, switching stations succumb 

to flood or fire, severed phone lines and electrical lines 
dangle precariously in the street, and systemic computer 
malfunctions, mostly due to poor coding, frequently take 
down the telephony of entire regions. 


Long distance charges are the primary means of financing 
both the growth and maintenance of this massive system, 
which is why the telephone company comes down so hard 
on phreakers: hackers who abuse the phone systems to make 
free long distance calls. 


Computerized switching stations dutifully take orders. 
When you dial a number, the tones created by your phone 
tell the switching station what to do. There are special 
sequences of dialed numbers, or special sounds that can’t be 
created by a consumer phone, that tell a switching station 
that you are a telco phone technician doing diagnostic work 
on a phone line. Under these conditions, no long distance 
charges are incurred and the technician can interface 
directly with backend telco systems via dialed commands 
or tones. However, anyone who knows the special 
sequences or can replicate the special tones can pretend to 
be a telco phone technician. Abusing this information is 
called phreaking. The most immediate benefit is free long 
distance phone calls, and this is the extent of abuse by most 
phreakers. More sinister applications are possible, however, 
when interacting with the backend systems. Depending on 
the switching system in place, a phreaker can potentially 
drop, reroute, or listen in on other people’s phone calls, or 
worse, issue commands to take down a switching station 
entirely. 


Phreaking requires one of two things: either a phreaking 
device known as a blue box or secret knowledge. A “blue 
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box” is small electronic device that generates a special tone 
(a 2600 Hz tone, to be exact). You simply pick up a phone 
(whether it is ahome phone or a pay phone) and play the 
device’s tone into the receiver. If it works, a pre-recorded 
voice prompts the caller for the phone number she wishes 
to connect to, at no charge. Blue boxes are illegal. They 
cannot be bought outright, but must be built from parts 
purchased at a local electronics parts stores and soldered 
together according to illegal schematics downloaded from 
pirate BBS. The success rate of using a blue box depends on 
the computer systems of the local switching station. Old, 
outdated systems, frequently in rural areas, small towns, 
or run-down neighborhoods, fall for it every time, whereas 
modern systems, mostly in larger cities or inside corporate 
or government facilities, are almost universally resistant to 
blue box techniques. 


To phreak modern systems, secret knowledge is required. 
That secret knowledge is discovered in two ways: either 
through experimentation or finding sensitive telco 
documents. Experimentation is the process of making 
hundreds, if not thousands of calls, to test different tones 
and different sequences of numbers, hoping to crack 

open a switching system’s command interface. Not only 

is this process laborious and time consuming, it is also 
extremely risky to the person doing the experimenting. 
Over time, telco will notice the high rate of brief phone calls 
to invalid numbers and investigate it. Far more effective 

is getting your hands on sensitive telco documentation: 

the technical manuals for switching systems that contain 
their specifications and list the dialed sequences and 

tones required to unlock their command interface. These 
documents are highly confidential and typically stowed 
away in locked filing cabinets either in switching stations 
or telco headquarter buildings. They do sometimes find 
themselves either in dumpsters outside said locations, in the 
vehicles of telco field technicians, or in the homes of telco 
system programmers who purposely or inadvertently took 
the materials home. Sometimes these documents are also 
transcribed into digital text documents and shared on pirate 
BBS. Whether it is in paper or digital form, unauthorized 
possession or sharing of these documents is considered a 
capital offense by the Regime. 


A modern switching system that is fully compromised by a 
phreaker permits a phreaker to do any of the following: 


e Make free long distance phone calls to any number, 
including the numbers for other switching systems, 
whether they are telco systems or a private PBX (private 
business exchange, which is a corporate switching 
system used to route calls to cubicles and company 
modems). 


e Eavesdrop on any call that the switching system is 
currently managing, simply by specifying the number of 
either the caller or the recipient. 


e Instruct the switching system to forward all calls going 
to a specified phone number to instead go to a different 
specified number. 


¢ Brick the switching system, which drops all current 
calls and rejects new calls until a technician physically 
present at the switching station restores it. Given the 
fragility and complexity of these systems, this can take 
hours or even days. 


Cat and Mouse on the [Telephone 


Telephone and BBS, which will be discussed at length in 
the next chapter, are the Resistance’s primary means of 
organizing and the Regime knows it. Every telco business 
office, switching station, and data center has a SIG-Ops 
presence. At any given time, their agents are eavesdropping 
on the calls of suspected Resistance partisans or 
sympathizers, their technicians (“pole-climbers”) are setting 
up taps to monitor and record phone activity, and their 
financial analysts are coursing through boxes and boxes 

of phone bill print-outs looking for anomalous behavior 
and building cases against the miscreant phreakers and 
legitimate enemies of the state, who are one and the same 
in the eyes of the Regime. They are also keeping a watchful 
eye on telco employees, who, through either extreme 
carelessness or treasonous sympathy, might be facilitating 
Resistance abuse of telephony networks. While the Regime 
has done its best to establish a surveillance state, the 
technical and administrative limitations of 1986’s telephony 
and computing make the endeavor extremely manual. 


When it comes to telephone surveillance, there are two 
major questions that the Regime is trying to answer: 1) Who 
is calling who? 2) What are people talking about? 
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Who's Calling Who? 


In 1986, there is nothing akin to a Big Data analytical 
platform that is documenting and analyzing the 
relationships between phone numbers for the purposes 

of mapping out criminal and Resistance networks. That 
technology is decades away from being realized. What 

the Regime does have, however, is phone bills, hundreds 

of thousands of phone bills, delivered to agents by the 
pallet-full every month. At the end of every monthly billing 
cycle, agents review the phone bills of numbers that have 
raised their suspicions. There are any number of reasons 
that SIG-Ops might pick a number to review. Perhaps CI or 
PSY-Ops told them to focus on a specific number. Perhaps 

a corporation complained about unexplained long distance 
charges incurred by someone who compromised their PBX. 
Either way, once a number is chosen for analysis, the agents 
identify other interesting numbers that may have called or 
been called by that number. They may look into previous 
bills for more context. Agents use pins and thread on city 
maps or old-fashioned bulletin boards to organize and 
visualize their investigations. They build suspect dossiers 
composed of bills, faxes, notes, and photographs stuffed 
into labeled manila folders. To coordinate with other offices, 
they need to make phone calls or request materials to be 
faxed over. The process is slow, but a solid case can and will 
take down an entire Resistance ring in one fell swoop. 


To defeat, disrupt, or at least slow down this type of case- 
building, the Resistance employs a number of tactics. 
Payphones have no customer names or billing addresses. 
Depending on its location, a pay phone is used by dozens if 
not hundreds of people each day. To corroborate a specific 
call to or from a specific payphone, SIG-Ops has to either 
have agents in the field watching it and snapping pictures, 
or have a surveillance camera installed. The relevant film 
or VHS cassettes are mailed or delivered to the agents 
managing the case, who identify the suspects by comparing 
their images to physical catalogs of criminal mugshots and 
driver’s license photos. If that fails, they will turn to high 
school yearbooks, newspaper photos, and surveillance 
material collected from other cases. The second technique 
used by the Resistance is using other people’s phones. This 
may be as simple as asking a convenience store clerk to 

use their phone, or breaking into someone’s home to use 
their phone. It can also be as complex as phreaking into 

a corporate PBX, use it to phreak another corporate PBX, 


use that to phreak a third corporate PBX, and then, from 
there, make a phone call. This daisy chain of compromised 
systems adds considerable complexity to case-building 
(SIG-Ops now needs to acquire and review the phone bills 
of several customers), but is itself an extremely illegal act. 


What are People Talking About? 

To answer this question, the Regime employs wiretapping, 
secretly listening in on phone calls, liberally. However, just 
like phone bill analysis, wiretapping is very manual. The 
first challenge is setting up a wiretap. A tap is essentially 
two things: a set of alligator clips that connects to copper 
phone line, and a voice-activated recording device (which 
only records when it hears a voice). A phone call travels 
through many cables, junction boxes, and switching stations 
before it arrives at its recipient. Considering that all that 
infrastructure is shared by all telephone customers, you 
can’t place a tap just anywhere and hope to find the calls 
of a suspect. The Regime needs to place a tap directly on 

a suspect’s copper phone line, either inside their house, 
outside of their house, or at the very first telephone pole 
that line connects to. Once a tap is in place, an agent must 
either be listening to the call while it is happening or 
review a recording of it later. In the former case, the agent 
must be patiently waiting by their tap for the suspect to 
make a call, perhaps in a van parked a few blocks away. 
To avoid the suspicion cast by an audio cable going from 

a telephone pole to a vehicle, the tap broadcasts calls with 
a short range radio signal that is received by a recording 
device inside the van. Alternatively, pole-climbers can 
simply set up a recording device next to the tap, which 
captures approximately 10 hours of calls, and recover the 
device later. Regardless of the technique, a SIG-Ops agent 
must manually review every single call for evidence of 
conspiracy. 


To defeat wiretaps, members of the Resistance assume that 
every call is being recorded. There is no strategic benefit 

to searching for or disabling wiretaps, and such meddling 
only tips off the Regime that the suspect knows about the 
investigation. Instead, members of the Resistance talk in 
code. They agree on very normal sounding terms to replace 
conspiratorial terms. Consider the following example: 
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An insurgent wants to say: 


“We wish to strike during Regime’s military parade on 
the 14". On that day, I need you to tune your repeater 
to station 104.3 at 1pm so we can extend the Signal 
there and our Receivers can strike the Regime during 
what is supposed to be a show of strength.” 


What the insurgent actually says, instead, is: 


“We had to move the wedding back to the 14", but 
we're still starting at lpm. We were hoping for a 
wedding party of 10, but we currently only have 4 
bridesmaids and 3 groomsmen. I’m a little nervous 
we'll have some uninvited guests crashing the party.” 


Banal conversations about weddings, the weather, the work 
day, the kids, and so forth, are exactly the types of things 
that most SIG-Ops agents would write off or fast forward 
through during their review of a call. The important thing 
to consider for code is that the terms have to be agreed 
upon by both parties out-of-band, not over a phone that 

is likely compromised. This means they must physically 
meet somewhere private, or difficult to surveil, such as on 
a subway or at a night club, to discuss and exchange code. 
They can also exchange codes over pirate BBS or through 
mail, but those channels can be compromised too. Secret 
code is frequently interrogated out of captured insurgents, 
so any set of agreed upon terms has a rapidly diminishing 
lifespan. 


Cellular Telephones 


Cellular telephones are brick-sized, hand-held portable 
telephones. Despite their incredible convenience, they 
suffer from a number of limitations. They only have 
approximately one hour of battery life, which means they 
are always turned off and dropping calls unless needed. 
They only work while in range of special cellular towers, 
which are only located inside larger cities. Of most concern 
to the Resistance, commercial cellular communications 

are unencrypted and can be easily intercepted with a 

radio scanning device, meaning there is an approximately 
100% chance that any conversation occurring on a cellular 
telephone is being eavesdropped on by a SIG-Ops engineer. 


REPEAT THE SIGNAL: 
COMPUTERS 
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Computers had been around for decades before the 
American Insurgency, but most of them were large, loud 
mechanical monstrosities hidden away in laboratories, 
university basements, and military installations. Computing 
was a discipline reserved for a cabal of mathematicians in 
lab coats who dedicated their every waking hour to keeping 
these demanding machines in working order. However, 
advances in miniaturization and user interface throughout 
the late 1970’s and early 1980’s eventually brought 
computing out of the lab environment and into the home. 
The world would never be the same. 


By 1986, the home computer system market has exploded. 
Nearly 1 in 10 homes possess a computer. The market is 
dominated by three competing home computer systems: 
the Commandant 64, the Orange II-e, and the Scimitar 

281, all of which are nearly identical in function and 
capabilities, though the computer hobbyists who use them 
would vehemently insist otherwise. Most users of home 
computer systems use them to play computer games 
(similar, but strikingly inferior to those found in arcades) or 
use productivity software, such as spreadsheet programs 
to help them with their taxes. They buy their software at 
department stores, have malfunctioning computers fixed at 
the store they bought it from, and are generally incurious 
about the inner workings of computers. Serious computer 
hobbyists, which represent a tiny fraction of the growing 
market, write their own programs, modify and tweak their 
computer’s internals, and organize exclusive, and poorly 
attended, meetups to discuss pet projects, industry gossip, 
and new technology. 


All three of the major home computer systems appear as 

a briefcase-sized brick of beige or black plastic, featuring 

a 10MB (Megabyte) internal hard drive and QWERTY 
keyboard that is part of the actual computer structure itself, 
not a separate peripheral. While the Orange II-e comes 
with a computer monitor, both the Commandant 64 and 
the Scimitar z81 include an adapter that allows a user to 
attach their television as a monitor. All three systems enjoy 
256 color VGA graphics chipsets, especially important for 
computer gaming. Separate outlets are needed to power 
both the computer and monitor, as well as peripherals that 
can’t draw power from the computer, such as dot-matrix 
printers, modems, and floppy drives. 


The primary means of moving a program or data from 


one computer to another is facilitated by floppy disks: 
thin, black 54-inch wafers containing a magnetic disk that 
a computer can write data to, or read data from, using a 
floppy drive. When you buy software from the store, or 
receive a pirated copy of a game from a friend, you are 
given these programs on one or more floppy disks. Floppy 
disks can only store approximately 500KB (Kilobytes) or 
0.5MB (Megabytes) of data, so large programs or data 

sets might be spread over many floppy disks, or use a 
slightly more exotic medium: magnetic tape. Magnetic tape 
cassettes, read and wrote to by a magnetic tape drive, are 
similar in appearance to musical tape cassettes. They read 
and write considerably slower than floppy disks, but they 
do have much larger storage capacity: upwards of 5,000KB 
or 5MB per tape. The largest physical transfer medium are 
magnetic tape reels, which resemble the film reels found on 
a movie theater projector. Each reel stores approximately 
20MB, but requires a very large and expensive drive to 
read or write to, meaning they are almost exclusively used 
by large organizations with a data center and a business 
requirement to backup lots of data. 


Mainframes and Data Centers 


Mainframes are large and powerful computer systems only 
found in the universities, corporate campuses, and military 
facilities. A mainframe is different from a home computer 
system in that it is massive (nearly the size of a subcompact 
car), has enormous computational power, it’s components 
can be swapped in and out while it is running, and it reads 
and writes data from several internal hard drives and 
magnetic tape reel machines, giving it sometimes over a 
Gigabyte (GB) or 1,000 MB of storage capacity. Mainframes 
are used for computationally intensive experiments (such 
as nuclear war simulations or climate modeling) or mission- 
critical business applications (such as bank ledgers or 
energy grids) that are too important to fail. Mainframes are 
typically housed inside a data center. 


Data centers are hardened facilities that can only be accessed 
by authorized parties and are built to be resilient against 
disasters, such as power outages or floods. Historically, the 
actual security defenses and resiliency measures of data 
centers depended on what it was used for. A university 

data center might be under lock and key and have a sign-in 
sheet, while a corporate data center might have card access 
locks, armed guards checking IDs, CCTV cameras at every 
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angle, and emergency generators. However, the Regime 

has identified mainframes as a strategic asset because they 
possess enough computational power to generate the Signal 
Seeds needed to create the Signal. In response, they have 
begun a campaign to take over and harden the datacenters 
housing them, or at the very least, placing their staff under 
PSY-Ops surveillance and removing those who prove 
disloyal to the Regime. 


Modems 

A modem is a device that permits a computer to call another 
computer over the telephone. More specifically, it is a device 
that converts data into sound, so that it can be transferred 
over telephone lines and be converted back into data by 
another modem on the receiving end. Like early computers, 
early modems were primarily used by large organizations 
with purpose-built computers and dedicated phonelines for 
data transfer. Universities would share research data with 
one another, company branches would send sales data to a 
centralized ledger back at corporate, and intelligence agencies 
distributed field reports and battle plans to their various 
installations. Cost reductions and standardizations of modem 
protocols permitted the modem’s entry into consumer 
markets. Consumer adoption of this technology didn’t really 
take off until the advent of the blazing-fast Haze 300-baud 
modem, a device that can transfer typed characters over the 
phone line nearly as fast as you can type them, at a rate of 
approximately 100KB per hour, to anywhere in the world. 


With modems, computer hobbyists no longer need to 
exchange floppies to share programs or data anymore. 

They can simply connect with modems and transfer files 

to one another. However, considering that transferring a 
single floppy disk’s worth of data takes approximately 5 
hours, sometimes it is still more advantageous to physically 
transport data, particularly in the case of an emergency. There 
are long distance charges to consider, which can quickly add 
up to hundreds of dollars for a single data transfer, never 
mind the price of international calls. Given that the Regime 
has infiltrated telco, all modem use has the potential to be 
surveilled by SIG-Ops. In 1986, consumer-grade encryption 
is rare. Everything is in clear-text, meaning that anyone 

who has set up a wiretap on either the caller’s line or the 
recipient’s line can potentially intercept messages, data 
transfers, and even passwords needed to connect to BBS. 


Bulletin Board Systems (BBS 


A bulletin board system (BBS) is a computer running a piece 
of software that permits users to connect to it via modem 
and download files, upload files, leave messages for other 
users who connect to it, or chat in real-time with users who 
are currently connected to it. A BBS is always on and always 
ready to receive an incoming connection from anyone who 
knows its phone number. When you connect to a BBS, you 
are greeted with a welcome page that features ANSI art: 
pixelated images that have been “drawn” by artists using a 
colorful character set that must be typed out. The welcome 
page also contains a text-based navigation menu displaying 
your options. You simply press the corresponding letter to 
leverage the option that you want to use: [D]ownload File, 
[Mlessage Board, [C]hat, and so forth. A BBS is a virtual 
community; a shared digital-stomping grounds for both 
neophyte computer users and elite computer hobbyists; a 
place where friendships and rivalries can develop between 
people who never met or spoken to each other in real life. 


In 1986, there are somewhere between 300 and 500 BBS 
systems active at any time. While there are a number of 
commercial BBS systems that cater to broad audiences 
and require a monthly bill for membership, most BBS are 
private boards: the passion projects of computer hobbyists 
or the private property of large organizations. A person 
who maintains the computer and software running a BBS 
is called a System Operator, or SysOp, while the people 
who call and use BBS systems are called Users. A SysOp 
has administrator privileges on her BBS, meaning she 

can add and remove users as well as review all messages, 
chats, and upload contented. Being a good SysOp requires 
considerable technical skill, good bedside manner, and a 
lot of time. Being the SysOp of a popular or truly elite BBS 
is perhaps one of the most prestigious social ranks in the 
computing world, though it carries virtually no cache in 
“the real world.” 


Commercial BBS feature licensed downloadable software, 
user forums for a broad range of interests, and a dedicated 
staff administering the board to ensure that content 
uploaded by users is legal, topical, and family-friendly. 
Commercial boards are heavily advertised in computer 
magazines, run by several SysOps, and their membership 
numbers in the hundreds and sometimes the thousands. 
Users who pay the fee to join a commercial board create 
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an account, protected by a username and password that 
they use to log into it. A user’s username is the same as 
the legal name they provide when setting up their billing, 
resulting in a complete lack of anonymity (unless the user 
employs an alias). Users who violate the board’s code of 
conduct or end user license agreement have their accounts 
suspended or banned. Commercial boards work closely 
with the authorities and will readily provide SIG-Ops with 
access to the user logs stored on the computers hosting their 
BBS software. High-traffic boards are hosted on multiple 
computers running in a data center, each of them capable 
of handling dozens of simultaneous users thanks to a PBX 
phone system. 


Private boards, on the other hand, are low-traffic and 
sometimes secretive BBS hosted from a home computer 
system in someone’s basement or from a business computer 
system in the data center of a large organization. They 

are typically free to access, though phone bills still apply, 
but are seldom advertised in computer magazines. 

Their numbers are discovered by word of mouth, lists 

in other BBS forums, or through war dialing techniques. 
Large organizations frequently host private BBS to make 
password-protected databases available to researchers and 
remote-employees. Some of them even permit users with 
high privileges to execute commands. For example, if a 
SysOp needs to perform some type of task on the BBS but 
they aren’t near the computer hosting it, they might dial 
in, enter their password, and perform the task remotely. 

Of course, this introduces all types of attack scenarios, 
particularly if privileged access permits control of a public 
utility, modification of criminal records, or the execution of 
a nuclear launch. 


Along with organizational BBS, there is a private BBS for 
virtually any category of interest, though the most exclusive 
in the computing world are elite BBS: those that peddle 

in stolen software, pornography, and technical guides 
explaining how to do illegal things such as abuse telephony 
systems, make explosives, or manufacture drugs. Elite 

BBS are strictly invite-only. They tend to get shut down 
once too many people know about them. Eventually, their 
phone numbers get blocked by telco and the Fist raids 

their physical location, confiscates the computer hosting 

it, and arrests its SysOp. Elite boards have the tendency to 
resurrect, however, but from a different number, a different 


location, and hosted by a different SysOp. Perhaps the most 
targeted elite BBS belongs to the Resistance. 


Resist! BBS 


Resist! is the official BBS of the Resistance. It is the secret 
digital gathering ground for Resistance partisans looking 

to read and share intelligence from the field, communicate 
with comrades across the country, and download Signal 
Seeds. To access Resist!, a user needs to know its current 
phone number, which changes frequently, and have a valid 
account, composed of a handle and a password. For obvious 
reasons, it is an invitation-only closed community. To join 
this BBS, a new user needs to have a current user who is 
trusted by the SysOp vouch for her and request a handle for 
her. The SysOp will then create an account using that handle 
and send the password to the voucher, who shares it with 
the new user. When the new user accesses Resist! for the first 
time, she is prompted to immediately change her password, 
so that the voucher no longer knows it. Once inside, a user 
can read any announcements made by the SysOp, read 

or write to the message board, or download files that the 
SysOp makes available. 


Given that any user can read the full contents of the 
message board, the only way to keep a message private 
between parties is to use the illegal program RC.exe 
(Resistance Cipher) to encrypt and decrypt messages. 
RC.exe works by turning clear-text (readable language) 

into cipher-text (jumbled nonsense) using a key (a secret 
number, word, or phrase). Only someone who runs RC.exe 
and inputs the correct key can turn the cipher-text back into 
clear-text. Two Resistance partisans can agree on a key out- 
of-band (in person, via postal mail, or over a secure phone 
line) and use it to communicate secretly with one another 
over Resist! This is particularly useful if they have lost touch 
with one another; a frequent occurrence for partisans and 
sympathizers in war-torn America. 


It is a safe assumption that at least some of the users of 
Resist! are members of EYE-Ops masquerading as partisans. 
PSY-Ops tricks people into vouching for them, SIG-Ops 
uses wiretaps to harvest handles and passwords, and 

CI convinces interrogated prisoners to cough up their 
credentials. Users will post about Regime movements (“Be 
advised: Fist battalion mustering 40 miles north of Desert 
Base 01!”), possible targets (“The automobile factory in 
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Lincoln is being retrofitted to build and repair Fist APCs”), 
and potential collaborators (“SnackCorp is producing 
rations in exchange for dumping rights”), but never post 
details that would compromise Resistance sources and 
means. These types of sensitive communications are 
always encrypted with RC.exe, and even then, obscured 
through codenames. Partisans in the field are also expected 
to validate any intelligence they receive from Resist! 

before acting on it because it could have been posted by a 
compromised comrade or a Regime asset setting a trap. 


Wardial.exe is an illegal program that can help a user 
discover the phone numbers of modems and BBS that are 
not listed anywhere. The program instructs a modem to 
sequentially call every possible telephone number within 
a defined range (such as 1-555-555-0001 to 1-555-555-9999). 
If a modem responds, the program documents its phone 
number and moves on to the next one. A user can then 
attempt to connect to those numbers later, interacting with 
whatever computer or BBS system may be there. This is an 
ideal means of discovering BBS that large organizations 
make available to their employees but otherwise wish to 
remain secret from the public. 


Cat and Mouse over BitandBaud 
The Regime is always on the lookout for three digital 
crimes: possession of illegal files, illegal use of modems, and 
the hosting of illegal BBS. To thwart these crimes, it relies on 
the technical expertise of SIG-Ops engineers and analysts 
stationed in telco facilities and embedded with Freedom Fist 
battalions. 


The Freedom Fist have the right to confiscate all forms of 
digital storage (such as computer hard disks, floppy disks, 
or magnetic tape storage) as well as printed media. At 
check-points or investigation sites, the Regime sometimes 
deploys a “catch and release” scheme which involves 

the Freedom Fist temporarily confiscating digital media 
so it can be evaluated by SIG-Ops engineer inside a 
computer-equipped APC parked nearby. If nothing illegal 
is discovered, the media is given back to whomever it was 
confiscated from. SIG-Ops will be on the lookout for the 
following files: RC.exe, Wardial.exe, a Signal Seed (live or 
dead), or any text file containing illicit or stolen information, 


ee ewneeeeneeer#ree 
/@eeeeeeee 


o 
a 
* 
. 
. 
> 
. 
. 
. 
> 
« 
. 
. 


such as telco manuals, bomb-making instructions, or 
intelligence / dossiers on Regime personnel, collaborators, 
or informants. If someone has a preponderance of media, 
SIG-Ops might just wave someone through in disgust, or 
evaluate a few random samples, or simply take everything 
and ask for a mailing address for later return after it is 

all evaluated in a lab. It all depends on the context of the 
situation. 


Telco has a record, but not a recording, of every call, 
including those that happen between modems. If a telco 
customer, such as a corporation collaborating with the 
Regime, suspects an unauthorized user accessed or 
attempted to access their systems, the telco will review their 
records to determine where the call came from and likely 
dispatch pole-climbers to set up a tap. To complicate these 
efforts, the Resistance uses several techniques. The most 
straightforward technique is to use someone else’s phone 
line, which may involve gaining physical access to their 
modem-connected computer, or breaking and entering to 
borrow a spare phone jack. A variation on this technique 

is using an acoustic coupler on a payphone. An acoustic 
coupler is a special type of modem that is designed to send 
and receive data through the handset of a telephone, like 
that of a payphone. Instead of plugging a phone line into 
an acoustic coupler, you simply pick up a phone and place 
it on top of it. Obviously, there are security and logistical 
considerations when hooking a computer system up to a 
payphone, but it does prevent the telephone company from 
identifying who made the call. The last technique involves 
compromising a PBX that has a “conference call” or “party 
line” feature. The user has their modem call into one of 
these lines, dials a special sequence to gain an additional 
dial tone, and then uses this additional dial tone to 

connect to a modem-connected computer. As far as telco is 
concerned, the modem call came from the physical location 
of the PBX, and not from the location that originally dialed 
the PBX. This technique requires that the user knows the 
number of a PBX with conferencing functionality, as well as 
know the special code to dial to get another dial tone. 


The Resistance has a strong presence in the world of BBS, on 
both commercial and private boards. Some join commercial 
BBS systems using fake names, stolen credit cards, and 
temporary phone numbers to publish propaganda, recruit 
sympathizers to the cause, or monitor the gathering places 


of adversaries, like neo-Nazi boards. However, the Regime 
rarely devotes resources to these nuisances, mostly because 
they are focused on the big fish: Resist! BBS. When it comes 
to Resist!, the Regime is engaged in an endless game of 
Whack-A-Mole with the Resistance. The Regime will knock 
Resist! offline, only to have the Resistance spin it back up 
days or weeks later at a new phone number. To share the 
new number amongst themselves, the Resistance uses 
other means of communication, like phone calls, zines, 
punk shows, and computer hobbyist meetups. As soon as a 
PSY-Ops asset catches wind of the BBS’s new number and 
shares it with their handler, the Regime coordinates with 
telco to identify its physical address and dispatch the Fist 
to execute another raid. Most of the time, however, this 

is after several days of partisans sharing intelligence and 
downloading Signal Seeds unhindered. The teams running 
Resist! know that they could be raided at any time, so they 
have many contingency plans in place. If they are tipped 
off about a raid, they might have time to escape with the 
computer hosting Resist! or at least incinerate the evidence. 
Sometimes the Regime is a little more discrete than kicking 
down doors. If possible, they will capture or compromise 
the current SysOp so that they can assume control of the 
BBS in order to propagate false intelligence, create user 
accounts for Regime assets, and begin dismantling the 
Resistance from the inside. The ruse will continue until 
partisans learn, through other channels, that the board has 
been compromised. 


REPEAT THE SIGNAL: 
PROPAGANDA 
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Repeating the political Signal, the Resistance’s message of 
solidarity, legitimacy, and victory, is nearly as difficult and 
dangerous as repeating the technical Signal that powers 
Receivers. The Regime controls or puts enormous scrutiny 
on commercial radio stations, newspaper and magazine 
publishers, and broadcast television studios alike. While 
BBS content is often far more radical than mainstream 
media, modem users represent only a fraction of an already 
niche subculture of computer hobbyists. Given these 
constraints, the Resistance has had to adopt tried-and-true 
community organizing techniques that have served fringe 
groups, subcultures, and activist communities for decades: 
chain letters, zines, live performances, and demonstration. 


A chain letter is a letter that implores its recipient to 
photocopy the letter and send it to other people. Those 
other people get the letter, photocopy it, and send it to 
other people. This process continues until a single letter 
finds its way into the mailbox of hundreds or thousands 

of people. The actual content and agenda behind a chain 
letter can vary wildly. More often than not, they are hoaxes 
attempting to defraud vulnerable people (“Send money 

to this address and God will bless you with wealth”) or 
crackpot social experiments (“This is an important public 
service announcement about the Illuminati and vaccines”). 
However, the Resistance has made great use of chain letters 
as a means to repeat the Signal. 


A typical Resistance chain-letter will declare the people’s 
grievances against the Regime, compel its reader to join or 
establish a local cell, and then ask that this same letter be 
photocopied and sent to like-minded persons using a pubic 
mail box and no return address. These letters sometimes 
provide general advice related to tradecraft, survivalism, 
and guerilla warfare, and sometimes celebrate Resistance 
victories, which are often presented as acts of terrorism in 
mainstream media. However, they never go into operational 
details. Any chain letter instructing people to meet with a 
certain contact, or gather at a specific place, or prepare for a 
specific operation are undoubtedly Regime lures. Receiving 
or possessing a Resistance chain letter is not a crime. 

After all, you can’t prevent people from mailing things to 
you. However, the intent to send a Resistance chain letter 
to other people is absolutely a crime. While the Regime 

can intercept anyone’s mail, they rarely bother unless a 


sender or recipient has already been identified as a person 
of interest. Opening, reading, resealing, and resending 
intercepted letters is a time-consuming process, and given 
the ubiquity of mail in the 1980's, it would take the Regime 
a full year to intercept and process every piece of mail that 
is sent in a single day. 


Zines 


Zines are independently published magazines usually 
printed in runs of less than one thousand copies, distributed 
in boutique or niche venues (such as record stores, punk 
rock clubs, or tattoo parlors), and bought for less than the 
price of a comic book. The black and white pages of a zine 
are typically cobbled together using type-written editorials, 
instant film photographs, and hand-drawn art, and then 
reproduced with a photocopier and bound with staples. 

The crudeness of these products is tolerated by their readers 
because zines are made not with profit in mind, but as a 
way to build and foster subculture and counterculture 
communities. The content in zines is typically far more 
extreme, politically deviant, and subculture-specific than 
what is found in traditional print media. In that sense, 

zines are much like private BBS, except the cost of entry is a 
single quarter instead of a home computer system, a dial up 
modem, and a spare phone line. 


If traditional print is the platform of “Real America,” then 
zines are a platform for anything that does not fit this very 
specific normative mold, whether it is sexual subculture, 
body art, socialism, punk scenes, environmentalism, 
survivalism, occult interests, feminism, science fiction 
fandom, or some other obscure interest or practice. While 
many zine publishers harbor sympathy for and show 
solidarity with the Resistance, few dare to officially declare 
their support, for fear of being caught distributing such 
illicit media. If zine publishers cannot directly advocate 

for the Resistance, however, they can let their readership 
do so on their behalf. Buried in the back of many zines 

is a section containing anonymous letters to the editor. 
Frequently, these letters will discuss Freedom Fist abuses in 
their communities, question the validity of Regime-friendly 
narratives in the news, deliberate the efficacy and ethics of 
Resistance tactics, and wax conspiratorial about EYE-Ops 
surveillance, sometimes to the point of outing suspected 
undercover agents. Zine publishers are frequently under 
Regime surveillance, not as suspects, but as persons that 
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actual Resistance operatives periodically attempt to contact. 
The propaganda they distribute may be hurtful to the 
Regime, but they are too valuable of an intelligence asset to 
censor. 


Punk bands and hip hop emcees are the “bards” of the 
Resistance, and often the connective tissue linking one 
Resistance cell to another, by virtue of their touring 
schedules bringing them from city to city, and town to 
town. Their lyrics are frequently critical of or introspective 
about the political, economic, and social realities faced 

by disenfranchised youth and downtrodden identity 
groups, whether it is Freedom Fist brutality, a lack of 
economic mobility, the hypocrisy of politicians, militant 
jingoism, or puritanical social constraints. However, it is the 
conversations they have with fans before and after the show 
that make them essential to the movement. They will share 
field intelligence from the other communities they’ve visited 
on tour and connect disparate partisan cells that didn’t even 
know the other existed. 


Both punk bands and hip hop acts face unique threats. The 
punk scene has been infiltrated by white nationalist “Nazi 
punks.” These interlopers are almost universally hated by 
the punk community, not just because of their racist views 
and proclivity for violence, but because they champion 
authoritarian governments and severe social control, which 
is quite possibly the least punk position possible. However, 
the most dangerous Nazi punks are not the cowards who 
stab people at concerts, but the paid informants working 
on the PSY-Ops dime. These assets pretend to be true to 
the scene’s ethos, seek out those who might be active in 
the Resistance, and ingratiate themselves. Once they find 
their marks, they scurry off to a phone booth to call their 
handlers for further instruction. It is for this reason that 
punk bands can be very standoffish towards anyone not 
already established in the scene. 


The radical emcees of hip hop acts face a different type of 
antagonism: Freedom Fist intimidation and provocation. 
When a big name hip hop act comes to a city, the Fist makes 
a grand show of protecting the community from these 
“celebrants of black criminality.” Fist regulars gleefully 
volunteer for double and triple shifts to provide security 
for, or rather towards, the venues where the shows take 
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place. Tour buses are ransacked, papers are checked and 
re-checked. Concert goers wait in long lines flanked by riot 
shields, not stanchions. Every place of ingress and egress is 
a bag check, a pat down, and a sobriety checkpoint. Those 
citizens who don’t tolerate the occasional shove or slur 
find themselves bloodied, cuffed, and tossed into the rear 
cage of an APC. The commissioner makes sure to make an 
appearance on the local nightly news show, denouncing 
the “thuggery” of “so-called rap artists” while praising his 
department’s eagerness to protect freedom of speech. Enjoy 
the show. 


Demonstration 


The most battle-tested means of nonviolent resistance is the 
demonstration. Nonviolent resistance is sometimes viewed 
as a quaint and ultimately futile expression of political 
will, especially against a government that cares little for 
what its citizenry wants. If that were even remotely close 
to the truth, governments would not spend considerable 
resources containing and disrupting these actions with 
military force, nor would they eagerly prop up demagogues 
to breathlessly belittle the efficacy, legitimacy, and legality 
of demonstrations. One of the reasons that demonstrations, 
even massive ones, are derided by loyalists and cynics 

as a waste of time is because they very rarely result in 
immediate changes of behavior by those being protested. 
This is an extraordinary simplistic view of political praxis. 
The reality is, a demonstration is a signal to all audiences 
involved in or paying attention to a struggle. It assures 
Resistance sympathizers that they are not alone in their 
struggle, assures the international community that the 
Resistance is a legitimate cause which has popular support, 
and assures the Regime that it is vastly outnumbered and 
governing on borrowed time. 


For the Resistance, the efficacy of a demonstration is not 
measured by how many people attended or whether it 
resulted in some type of immediate Regime capitulation. 
Instead, a demonstration is considered successful if it 

does any of the following: compels fence-sitters to become 
Resistance sympathizers, compels Resistance sympathizers 
to become Resistance partisans, compels loyalists to second- 
guess the Regime’s motives and methods, and compels 

the news media to report on the demonstration, thereby 
amplifying its impact. 


Satar 
"punl 


~)) YOU guys are lame! 
2. whose signalt 
NK you were 


Ye Cannot Recie ve The Lor, 
Signal, And The Signal Of € 
! 


fintheans 2099 


GOD HATES 
“Signal” “Phreaks" "Cyber Pur 


‘Inter-Net Network, Electric 
Lesbians. Music, and Hallow 
te 2 Luddites ¢ 


ectro- + 
+. ousands 


a+ nes 


o 
a 
* 
* 
. 
. 
. 
. 
. 
> 
@ 
. 
. 


Demonstration as Recruitment 

When someone attends a demonstration, they make 
personal connections with the group doing the 
demonstrating. This personal connection makes them more 
likely to stay connected to that community and attend 
future demonstrations. Most will keep their solidarity 

with the Resistance confined to peaceful and legal 
demonstration, but some will seek to connect with the more 
radical elements of the Resistance and commit fully to the 
cause. After introductions are made and security protocols 
are observed (to detect and repel Regime moles), these new 
Resistance partisans are brought into the fold. 


Demonstration as Counter-Recruitment 

A successful demonstration not only raises the morale of 
the Resistance, but it can deflate the morale of the Regime. 
When a loyalist sees people who look and act like them 
standing in solidarity with demonstrators, it might become 
more difficult for them to dehumanize the demonstrators 
and dismiss their cause. When a loyalist sees people who 
look and act like them choked with tear gas, pummeled 
with batons, and loaded into the back of APCs, it might stir 
doubt about the Regime’s methods. Few of those loyalists 
whose conscience has been stirred by demonstration will 
ever throw their lot with the Resistance, but they will 
certainly be less enthusiastic about supporting the Regime, 
less likely to enlist in the Freedom Fist, less eager to punish 
the communities the Regime has targeted, and less willing 
to report colleagues and acquaintances to the state. While 
demonstrations may steel the resolve of Regime hardliners, 
it’s worth the risk because everyone else is potentially in 


play. 


Demonstration as a Pulse 

The political Signal dies on the day that people stop 
talking about it. Given that Resistance communications 
are restricted to private BBS discussions, phreaked calls 
into party lines, and secret in-person meetings between 
partisans, rarely does anyone other than Resistance 
Command have insight into how the movement is doing on 
a national scale. Were it not for news reports of Resistance 
actions, be they peaceful or violent, most members of the 
Resistance would not even know if their comrades across 
the country were alive or dead. Nor would most comrades 
and sympathizers in the international community. What 

a demonstration does is tell the world “We’re still here, 


we're still alive, and we're still in the fight,” no matter how 
desperate the situation has become. This sign of life is often 
all it takes for comrades around the country, and around the 
world, to shift from hopelessness to action. 


The Resistance does not have a monopoly on 
demonstration. Regime loyalists who are passionate 
adherents to the ideology of Real America also demonstrate 
for strategic reasons: to encourage like-minded ideologues 
to come out of the shadows, to discourage Resistance 
sympathizers from defending targeted communities, and 
to promote loyalty to a Regime embracing fascist norms. 
These events typically focus on a specific pillar of Real 
America, and their expressed purpose is usually a far cry 
from the political praxis they advocate. The most frequent 
example would be white nationalist marches. They are 
typically organized under the seemingly innocuous banner 
of European cultural heritage, but they manifest as calls for 
the purging and eradication of immigrants. 


Loyalist demonstrations are usually organized by hooligan 
groups with strategic oversight from the PSY-Ops directive. 
Marches and events are executed in cities and towns 
PSY-Ops considers either “enemy territory” or wavering 

in loyalty. The strategic calculous here is two-fold. PSY- 
Ops uses these events to identify, recruit, and unofficially 
deputize disposable extremists willing to execute 
paramilitary action against Resistance communities. They 
also use these events to “take the temperature” of Resistance 
sympathies in a region, as well as provoke and draw out 
Resistance partisans as a means of identifying them, either 
for further surveillance or immediate capture. To ensure the 
success of these events, PSY-Ops coordinates with Freedom 
Fist commissioners or local sheriffs to guarantee the event 
will go off without a hitch. 


The Resistance faces a difficult choice when confronted 
with an upcoming demonstration. If they opt to ignore the 
event, genocidal rhetoric becomes normalized instead of 
taboo, local extremists are emboldened and deputized by 
PSY-Ops, and the Resistance looks weak or absent. If they 
opt to confront the demonstration, they face state enforcers 
who defend the demonstrators with — often enthusiastic 
— force, while also outing themselves as Resistance 
sympathizers or partisans. The Resistance has committed to 
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the always counter-protesting, so long as the personnel and 
organization is in place, because ignoring and tolerating 
nationalist demonstration only facilitated the rise of fascism 
in America. 


Tactically, counter-demonstration is a different animal 

than demonstration. It is done with the purpose of 
disrupting a state-sanctioned, if not always state-sponsored, 
demonstration. The goal is to drown out and humiliate its 
leaders, to distract and split up its participants, to impede 
its progress, and to make demonstrators look weak, all 
while avoiding arrest. It incorporates elements of violence, 
destruction, and intimidation, though the intent is not to 
directly inflict lethal violence on demonstrators nor the 
state enforcers protecting them, but simply to deny them 

a platform at nearly any cost. A common tactic is to cause 

a major disturbance nearby a demonstration, typically by 
causing property damage, in order to pull Freedom Fist 
away from the demonstrators. Without their state defenders, 
the demonstrators themselves can be directly confronted. 


The Regime-sympathetic news media will focus on the 
violence and destructiveness of black bloc tactics; the 
shattered glass, the burning cars, the bloodied faces of 
white supremacists, and the bottles, bricks, and Molotov 
cocktails hurled against heavily armed and armored 
soldiers supported with APCs and gunships. They frame 
the violence of the black bloc partisans as disproportionate, 
and in a way, they are right. After all, proponents of a 
political ideology with legitimate influence over the federal 
government have come to their village to pronounce that 
they should all be dragged from their homes, loaded into 
cargo containers, detained in internment camps, forcibly 
sterilized, hung from trees, or rendered to ash, and all 

the black bloc partisans did in response was break a few 
windows and noses. 


Cat and Mouse in Propaganda 


Though the Regime controls the airwaves, the Resistance 
continues to expose the Regime’s tyranny, express solidarity 
with comrades, and repeat the political Signal through other 
channels. Given that the strategy of censorship is nearly 
impossible to maintain, the Regime has been experimenting 
with a new strategy: invalidating the people’s trust in any 
type of reporting and overwhelming them with a deluge 

of outrage, so much so that they don’t even know what to 
focus their efforts on anymore. With the complicity of major 
television networks, newspaper editorial boards, and fringe 
entertainers, the Regime has begun promoting conspiracy 
theories that either push absurd agendas or attempt to 
invalidate historical truths. The more outrageous the claim, 
the better. The Regime is not actually concerned with 
whether the people believe any of this nonsense or not. The 
objective is to degrade all channels, all stations, all papers, 
and all outlets, and reduce them to a level where they can 
no longer be trusted to be any more accurate or honest than 
the Regime. If they can’t silence the Signal, they can at least 
corrupt it. 


Trust is not the only target; so is attention. Instead of 
attempting to hide its corruption and its contempt for 

the people, the Regime exposes this very corruption and 
contempt at regularly scheduled intervals. Embezzlement, 
cronyism, fraud, nepotism, incompetence, and the ritual 
disparagement and humiliation of targeted populations 
happens with such frequency that the people are incensed 
and distracted by a new outrage before they’ve even had 
a chance to fully digest the previous one. As a result, it 
becomes difficult for Resistance sympathizers to coalesce 
around any specific cause, demand reconciliation for any 
specific wrong, or collectively jump to the defense of any 
targeted population. Counterintuitively, this deluge of 
outrages does not amplify the people’s resolve against 

the Regime. Instead, it shatters the people’s resolve into 
disconnected and ineffective spasms of defiance. 


ETHICAL INSURGENCY 
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The Resistance understands that its kinetic battle with the 
Regime is only one component of the struggle. It must also 
defeat the Regime in contests to curry the favor and support 
of the American population as well as the international 
community. To ensure they never sacrifice lasting strategic 
victories for temporary tactical victories, Resistance 
Command has imposed a code of ethics for partisans built 
upon three key principles: 


1. Resistance fighters must not commit war crimes. 
2. Resistance fighters must not attack non-combatants. 


3. Resistance fighters must not coerce material support 
from the people. 


Resistance Fighters Must Not Commit War Crimes 

The following tactics are absolutely forbidden by Resistance 
Command: direct attacks on civilians, arson/ demolition of 
inhabited buildings, mass murder, hostage taking, political 
assassination, summary execution of prisoners, torturing 
prisoners (either physically, psychologically, or through 
deprivation), sexual abuse, or using unwilling persons 
(like prisoners) as human shields. Not only are these tactics 
morally repugnant, but they diminish the insurgency’s 
strength and legitimacy in the eyes of the people and the 
international community. To the outside observer, only 

a monster or a frightened animal would engage in such 
degeneracy, regardless of whether or not it was deserved. 
A movement that engages in these behaviors neither 
deserves nor appears capable of assuming the mantle 

of leadership. The Regime-controlled media accuses the 
Resistance carrying out or at least planning these types 

of tactics regularly and will use theses lies in justifying 
their own actions. When the Regime bombs an inhabited 
apartment building and kills innocent people, its pundits 
decry that the Resistance was using women and children as 
human shields. Without actual events corroborated by eye 
witnesses and physical evidence, however, the accusations 
ring hollow. The Resistance takes great pains to police 
itself, identifying and neutralizing fringe elements within 
their ranks who would shatter the movement's tenuous 
legitimacy with a single act of barbarity. In fact, these 
missions of “strategic discipline” are more often than not 
executed by Receivers. 


Resistance Fighters Must Not Attack Non-Combatants 

That is, the personnel of the Regime, including Freedom 
Fist regulars, can only be attacked when they are actively 
engaging in aggression towards the Resistance or the 
people. The Fist who is raiding a Resistance hideout, 

firing live ammunition into a crowd of protesters, carrying 
out extrajudicial arrests or executions, or setting fire to 
inhabited buildings is absolutely fair game and should be 
destroyed with extreme prejudice. However, the Fist who 
is sleeping in his barracks, eating food in the mess hall, on 
leave with his family, or training in boot camp is absolutely 
off limits unless he has been given a chance to surrender. 
These constraints frequently put Resistance fighters at a 
tactical disadvantage; it would be much easier to strike at 
the Regime whenever and wherever it is weakest. However, 
whatever small tactical gains could be made by striking soft 
targets are enormously outweighed by the strategic losses 
they incur. The context of an offensive action determines 

if it will be viewed as “neutralizing an enemy combatant” 
or “murdering an innocent human being.” Whenever the 
Resistance kills someone who is not an active combatant, 
the Regime-controlled media cover such events in round- 
the-clock news cycles painting the Resistance as blood- 
thirsty butchers without decency, while showing film of 
crying widows and children leaning against flag-strewn 
caskets. These pieces serve to humanize the Fist while 
dehumanizing Resistance fighters. 


Resistance Fighters Must Not Coerce 


Material Support From The People 

The Resistance fights for the people, not to take away their 
property or dictate how they must live. Any time Resistance 
fighters forcibly annex territory, force the citizenry to 
quarter them without their consent, steal their resources 
and wealth, dictate how they live through coercion, or cause 
avoidable property damage or injury to neutral parties, they 
hand the Regime a strategic victory. The people are often 
numb to the Regime’s excesses, if only because they have 
spent their entire lives dismissing state violence as a fact of 
life. Such a low bar has been set, most excesses are quickly 
forgotten or forgiven. The Resistance does not benefit from 
this learned obedience, however. The people are incredibly 
sensitive to how they are treated by this upstart movement. 
Of course, there will be unavoidable circumstances where 
the people and their property are pulled into the fray 
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against their will (such as an insurgent breaking into 
someone’s house to slip a Freedom Fist dragnet, then 
stealing their car to skip town). To mitigate the reputational 
damage of these events, the bystanders must be made whole 
again, and soon. Checks are cut, packages are sent, and 
anonymous money finds its way into mailboxes. Of course, 
property and means of production that directly support the 
Regime’s war-making efforts against the Resistance may be 
sabotaged or seized. 


Violating the Code 


In an asymmetric war against a genocidal Regime that 
holds itself to no ethical framework, Resistance partisans 
sometimes find themselves violating their own code of 
ethical insurgency. The reasons are many, though negligence 
and revenge are the most common. Violations due to 
negligence happen to those partisan cells that plan poorly, 
drill infrequently, and lack contingency plans for when 
things go south. When incompetence meets emergency, 
terrible things happen: non-combatants are caught in the 
crossfire, panicked partisans take hostages, explosives are 
detonated in populated areas, and so on. Violations due to 
revenge occur when a partisan has an opportunity to settle 
a grudge with someone who has severely abused them or 
their community, and no one is there to stop them. Revenge 
fantasies are a normal response to the dual traumas of 
Regime oppression and armed conflict, which is why 
partisans are expected to police each other and prevent 
their comrades from giving in to these destructive impulses. 
Regardless of whether negligence or revenge was to blame, 
the effects are the same: innocent lives ruined or cut short, 
the deterioration of the Resistance’s moral standing, 
contempt for and mistrust of Resistance partisans, and 
traumatic stress and self-loathing felt by those who carried 
out the acts. 


An “ethical insurgency” must not be confused with 
weakness. Resistance Command has not made the “ethical 
insurgency” an imperative because they are soft, nor afraid 
of bloodshed, nor because they think it’s just “the right 
thing to do.” They have selected this strategy because this 
is how an insurgency wins. Anyone in the Resistance who 
doubts Command’s mettle, capacity for violence, or cruel 
commitment to victory need only violate the rules of ethical 
insurgency to find out how wrong they are. 


Targeting 


The single most important and difficult decision that 
members of the Resistance will ever need to make, whether 
they are senior leaders planning an operation or partisan 
fighters engaged in urban combat, is determining who lives 
and who dies. The proper execution of “ethical insurgency” 
comes down to targeting; the rules of conduct dictating what 
measures can be used against what persons. The criteria 

for targeting is always based on actions and never beliefs. 
Under no circumstance should pro-Regime sentiment or 
fascist ideology, itself, be considered grounds for targeting. 
The guidance below summarizes Resistance doctrine when 
it comes to five categories of targets: combatants, informants, 
collaborators, witnesses, and dissenters. 


Combatants 

A combatant is an actor who is actively attempting to 

inflict injury upon, or attempting to detain, members of 

the Resistance or the communities under its protection. 
Examples include Freedom Fist regulars and officers, EYE- 
Ops field agents, and all paramilitary irregulars (such as 
neo-Nazi hooligans, or mercenaries) committing violence on 
the Regime’s behalf. The Resistance need not and ought not 
wait for an actor to commit violent acts before considering 
that actor a combatant, so long as situational context 

makes it clear that violence is imminent. For instance, if the 
Resistance is tipped off that the Freedom Fist are mobilizing 
to raid a Resistance safehouse, partisans will launch 
ambushes on Fist APCs while they are still in transit, hoping 
to buy their comrades time to escape. 


Simply having the capability, willingness, and intent to 
do physical harm to members of the Resistance does not 
automatically sign someone’s death warrant. Violence 
committed by Resistance partisans must always be as 
proportional as possible. For example, Freedom Fist 
regulars crushing citizen assembly with batons, tear gas, 
dogs, and water cannons can be met with equal belligerence 
(bricks, Molotov cocktails, and improvised clubs), but 
must not be answered with lethal violence (knives, 
firearms, and explosives). Any defensive violence of the 
Resistance will always be represented as crude, criminal, 
and disproportionate by breathless Regime pundits and 
loyalists, but honest attempts at proportionality go a long 
way toward maintaining the favor of the insurgency’s 
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“audience”: the local population and the international 
community. 


While inflicting death or grievous injury on persons 
attempting to do the same against comrades is usually just, 
even those situations are never cut and dry. For example, 
provoking a lethal firefight with a Freedom Fist patrol that 
could have easily been evaded is the moral equivalent of 
murdering those soldiers in their sleep. However, if that 
patrol was part of a battalion that was given 24 hours to end 
its violent siege on a local community, the moral calculous 
changes somewhat. It is vital to note that a combatant 
becomes a non-combatant the moment he surrenders, as well 
as when he is asleep in a barracks, eating food in a mess 
hall, training at boot camp, on leave to visit his family, or 
enjoying happy hour with his brothers-in-arms. Soldiers, 
even those of a genocidal Regime, should be entitled to the 
same privileges a civilian has when they are not on active 


duty. 


Informants 

An informant is an actor who helps facilitate and coordinate 
actual violence against members of the Resistance or the 
communities under their protection. Examples include 
Regime analysts and strategists, spies who infiltrate the 
Resistance and their handlers, traitorous members of the 
Resistance who sell out their comrades for personal gain, 
and private citizens or companies who voluntarily provide 
the Regime information about Resistance activities. While 
the informant is not committing actual violence, her actions 
are particularly destructive to the Resistance movement. 
Not only do her actions lead to the death or capture of 
Resistance partisans, but her betrayal heightens the already 
immense uncertainty, suspicion, and factionalism that 
beleaguers the Resistance. 


An informant’s fate must be decided upon by a Resistance 
tribunal: an ad hoc military trial including leaders or 
lieutenants representing all four of the Resistance factions. 
In cases where the informant is not available to represent 
herself, a Resistance leader or lieutenant is nominated to 
represent her case in good faith. The tribunal will review 
how much damage has been done or could have been done 
by the informant’s actions, consider whether her actions 
were done willingly or under duress, and then determine 
her fate, which may include exoneration, imprisonment, or 
execution. 


The tribunal has two important political functions. First 
and foremost, it establishes a sense of legitimacy, justice, 
and due process around what could otherwise be perceived 
by Resistance partisans as extrajudicial killings. However, 
perhaps just as importantly, the tribunal is a mechanism to 
prevent the Resistance factions from destroying each other. 
Requiring representation of all four Resistance factions 
ensures that tribunals will (almost) never be used to settle 
factional grudges or facilitate political purges amongst the 
ranks. 


Collaborators 

A collaborator is an actor who provides financial, logistical, 
or political support for the Regime, but is only loosely tied 
to the actual violence the Regime commits and perpetuates. 
Examples include elected politicians such as members 

of congress, nominated officials such as judges, truck 
drivers who transport prisoners, bureaucrats who work in 
government buildings, businesspersons who sell weapons 
and supplies to the Regime, journalists who write pro- 
Regime stories, laborers constructing Regime war machines, 
or talk-radio demagogues who promote fascist ideology and 
unquestioning loyalty to the Regime. 


When it comes to direct violence, collaborators are off 
limits. As harmful or repugnant as their actions may be, 
they are not inflicting direct violence on members of the 
Resistance nor the communities under its protection, and 
thus do not deserve direct violence inflicted on themselves. 
Further, without significant research, the Resistance simply 
cannot know a collaborator’s true intent. While many of 
them are full-throated supporters of the Regime, some 
have been coerced into doing the Regime’s bidding, while 
others still might be using their affiliation with the Regime 
to provide the Resistance intelligence and insider access. 
Every collaborator should be treated as someone who might 
have been (or might be) affiliated with the Resistance if 
circumstances were slightly different. 


Though even malevolent collaborators are immune 

from harm, the means by which they provide financial, 
logistical, and political support to the Regime are afforded 
no such courtesy. If these means are somehow degraded 

or destroyed as collateral damage during an operation, or 
seized outright, these are acceptable outcomes to Resistance 
Command. If a truck owned by an independent driver is 
being used to transport political prisoners to an internment 
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camp and is commandeered and stolen by a liberation force, 
the Resistance is under no obligation to make that driver 
whole. 


Witnesses 

A witness is an actor who has inadvertently become privy 
to Resistance operational secrets, such as the location of a 
safehouse, the identity of a Resistance leader, or the plans 
for an upcoming Resistance operation. Examples include 
bystanders caught in the middle of a secret Resistance 
operation, persons who inadvertently stumble onto 
sensitive documents, prisoners escorted into a Resistance 
safehouse without blindfolds, and friends or family of 
Resistance partisans or Regime agents who get pulled into 
the struggle through no actions of their own. 


Failures of operational security are never just grounds to 
injure, kill, or maim an innocent party, regardless of the 
sensitivity of information a witness has been exposed to. 
There are two methods the Resistance takes to manage 
witnesses, neither of which are ideal. In the first method, 
the witness is sworn to secrecy under the threat of death 
and then released to safety. If it is later determined that 

the witness did not honor this arrangement, they will 

be considered an informant whose case needs to be 
reviewed by a tribunal, which may or may not advocate 
for assassination as a punishment (as well as a warning to 
others who might violate their vow). While this ultimatum 
is cruel, it at least puts the witness’s fate in their own hands. 
However, the Resistance rarely makes good on this threat 
because there is little strategic value in doing so. After all, 
someone who has shared their secret already is no longer a 
potential threat. 


A much more effective, but considerably more costly, 
method is to hold the witness as a prisoner, under humane 
and dignified conditions, as long as it takes for the secret 
information she knows to degrade in value. For example, 
the witness who discovers the location of a safehouse will 
be held prisoner until that location can be abandoned for 
another one. Once all equipment, evidence, and personnel 
has been extracted, the prisoner is released. She knows that 
the building once housed a Resistance operation, but that 
information will do little harm to the Resistance when she 
inevitably goes to the authorities upon release. Holding a 
witness as a prisoner is very costly, requiring both secure 
facilities and personnel to manage her situation. Those costs 


increase considerably if the Resistance is morally obligated 
to accommodate some of the prisoner’s external needs, such 
as caring for dependents. 


Dissenters 

A dissenter is a Resistance partisan who has refused 

direct orders from Regional Command, demonstrated 
cowardice or negligence that put fellow partisans in 
danger, misappropriated Resistance assets for their own 
enrichment, or violated the code of ethical insurgency. 
While the Resistance itself was founded on the very notion 
of conscientious dissent, it is still a revolutionary army 
that requires its partisans to maintain military discipline 
and prioritize the needs of the movement over their own. 
Open deliberation, horizontal decision-making, and 
reasonable accommodations for pacifists are the hallmarks 
of all Resistance planning, but when a majority, or their 
chosen representatives, decide on a course of action, all are 
expected to commit to that action or, at the very least, do 
nothing that would endanger that action. 


Dissenters are handled on a case-by-case basis. A dissenter’s 
case is decided by a tribunal, which must take great pains 

to be transparent, just, and impartial so that the rank-and- 
file is comfortable with their decision. Most dissension 
cases involve serious but salvageable violations of military 
discipline or ethical insurgency, and punishment is 
considerably more lenient for those partisans who surrender 
themselves to the tribunal and accept their sentence. 
Desertion is sometimes forgiven by taking a hardship post 
or volunteering for a dangerous mission. Stealing from 

the people is sometimes forgiven by repaying the person 
stolen from, plus interest. Brutality or banditry is sometimes 
forgiven by non-lethal corporal punishment. Serious cases, 
such as those involving premeditated murder, torture, 
sexual assault, or outright betrayal of the Resistance can 
result in exile to hostile wilderness, being handed over the 
Regime, or execution by firing squad. Even in these cases, 
full confessions and evidence of remorse can result in less 
severe sentences, such as imprisonment for the duration 

of the American Insurgency, but many would rather 

die or disappear than weather the daily contempt and 


disappointment of comrades who once loved and trusted 
them. 


There are certain types of dissenters that Command relies 
on the Receivers to deal with immediately, discretely, 
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and severely. This includes those who refuse to surrender 
themselves to a tribunal, those actively plotting or engaging 
in behavior that is beyond the pale, and those who have 
amassed such a large following of likeminded comrades 
that they cannot be tried without creating an internal 
schism. 


Torture 


Torture has absolutely no intelligence value, especially in 

an emergency situation (e.g. a hidden bomb will explode 

in 24 hours). A captive being tortured for time-sensitive 
information knows she needs to hold out for only a short 
while longer. If her duress is too great, she can buy relief by 
providing false information which takes her captor precious 
time to validate. If an emergency creates the need for urgent 
information, torture is the least effective means of getting it. 


Torture radicalizes the captive and puts the captor at great 
risk. It validates the captive’s grievances against the captor’s 
side and justifies her desire for violent retribution. It ensures 
that when the roles are reversed, and the captor or one of 
her comrades becomes the captive, their brutalization is 
guaranteed. Even if the captive is no longer around to exact 
vengeance, her friends, family, and comrades will see to it, 
and if the captor is no longer around, any of her comrades 
will do, even if they are innocent. 


Torture’s only purpose is the punishment and 
dehumanization of the enemy. It is done to make the captive 
feel like an animal, and more importantly, to convince the 
captor that the enemy is an animal so her commitment 

to the cause (or the state) does not waver. Its practice is 
ordered by generals, bureaucrats, and demagogues who are 
far removed from the trauma and psychic damage it inflicts 
on both the captor and the captive. 


Torture’s reputation as a “necessary evil” is a lie. It isa 
tactic promoted by those in power, or seeking power, to 
create eternal and irrevocable animosity between warring 
parties. The only person who benefits from torture, and 

the only person who does not suffer its intolerable costs, is 
the person who orders it. The Resistance does not retaliate 
against torturers with torture. Though their crimes are 
severe and need to be punished accordingly, a torturer is, in 
a way, also a victim of a cycle perpetuated by the powerful. 


Take Off Your Mask 


Perhaps the most devastating psychological weapon against 
the Regime was not schemed up by Resistance Command 
but rather discovered accidentally on the battlefield and 
then quickly disseminated throughout the Resistance by 
word of mouth. It’s very simple. Any Freedom Fist regular 
who lowers his weapon and takes off his mask is permitted 
to walk safely out of an AO with both his weapon and his 
dignity intact. Even if the battle continues to rage around 
him, Resistance fighters will do everything in their power 
to spare him. He is not taken prisoner, he does not concede 
defeat. He simply walks out of the fray unharmed, even 
though he is very likely to do battle with the Resistance 
again the very next time they meet. 


Many Resistance fighters were aghast when they first heard 
about this tactic. The idea of allowing a Fist to simply walk 
away from a firefight, perhaps even one he started, and 
allow him to fight another day, seemed absurd. They would 
reject this tactic outright. Those who did adopt the tactic, 
however, face an enemy almost incapable of sustaining a 
prolonged firefight. 


The option of removing the mask and walking away from 
a firefight has had profound psychological impacts on 

the Freedom Fist. An individual Fist regular, hunkering 
down behind cover being eaten away by automatic fire, is 
likely to feel an extreme range of emotions. He may be so 
disciplined, so battle-hardened, that he is only thinking of 
killing his enemies. However, he might also be overcome 
by fear, or longing to return to his family, or doubting his 
commitment to the Regime, or simply looking for a way 
to ensure his squadmates make it out alive. For those in 
this latter category, removing the mask is a release valve. 
It is instant safety, the cessation of fear, the return to the 
family, the safety of the squad, and the ability to declare a 
“do over.” Simply having this option, and knowing that 
the Resistance will honor it, has resulted in more and more 
Fists utilizing it. When one Fist does so in the heat of a 
firefight, his squad mates, down a member of their fireteam, 
must confront the same choice. In some cases, it becomes 

a domino effect. In other cases, it is deterred immediately 
with friendly fire. 
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The gesture of removing the mask is highly symbolic. 

To some, it is begrudging respect for the Resistance and 
perhaps even a sliver of solidarity, if only momentary. To 
Regime hardliners in the Freedom Fist ranks, however, the 
removal of the mask is the ultimate betrayal to the thin blue 
line. These hardliners maintain an internal campaign of 
fear to prevent their brothers from removing their masks, 
threatening a bullet in the back of any squadmate who does 
so, and leaving fireteams with a history of this behavior to 
rot when they call for backup. They threaten the same for 
those who wor'’t help them cover up their crimes. While 
these belligerents think they are protecting the Fist, they 
are in reality one of the biggest gifts to the Resistance. The 
hardliners sew fear and mistrust among the ranks and 
provoke their brothers into committing or abiding murder, 
inflicting irreparable harm on the psyche and morale of 

the Fist’s rank-and-file. They champion an “us versus 

the world” fiction, strengthening the divide between the 
Freedom Fist and the people. Those who lie and murder for 
the thin blue line are the cancer that will erase it. 


TheRulesofWar 


International rules of just warfare are sacrosanct, but it is 
important to understand that they were written by nation 
states that control the means of war, and will almost always 
work to the advantage of great powers. Consider the 
mandate to avoid collateral damage: an insurgency that 
only has mortars and shoulder-fired rockets is expected to 
be precise in its targeting as a conventional military that 
uses laser-guided missiles fired from aircraft carriers. This 
is inherently unfair to a poor or non-conventional force. 

A revolutionary cause that adheres to these norms is at a 
severe disadvantage, but a revolutionary cause that violates 
these norms is one not worth fighting for. It’s a Catch 22 and 
there is no loophole. The deck is stacked. 
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Insurgency is Theatre 

In the AMC Show “Turn: Washington’s Spies,” a period- 
piece about military intelligence during the American 
Revolutionary War, there isa powerful scene where General 
Washington is confronted by an angry Benjamin Tallmadge, 
his spymaster. Earlier, Tallmadge had delivered evidence 
that some of Washington’s key generals were conspiring 
against him and no longer loyal to the Revolution. 

Yet, Washington did nothing about the traitors in their 
midst, and Tallmadge, furious, demanded to know why. 
Washington explained to Tallmadge that an alliance with 
France was vital to winning the war, but to win them over, 
he had to ensure that the American resistance looked unified, 
orderly, and capable of winning. Hanging his generals, even 
those who might be traitors, would shatter that perception. 
That is why he sat on Tallmadge’s intelligence; to win the 
wat. 


This scene is a beautiful example of how insurgency is 
theatre. Both the local population and the international 
community are watching every move an insurgency makes 
and determining, by their actions, whether or not it is a 
cause worth supporting. An insurgency that wins over both 
the local population and the international community will 
win the war. When the people rise against a regime and 
they are bolstered by the solidarity of foreign allies, that 
regime is living on borrowed time. General Washington 
understood this and prevailed. However, the reverse is also 
true. A regime that can turn the people and the international 
community against an insurgency will rule in perpetuity. 
Bashar al-Assad, the tyrant of Syria, understood this. 


Assad faced a massive popular uprising during the Arab 
Spring. Inspired by events that were happening in nearby 
countries, thousands of peaceful protestors took to the 
street, denouncing the brutality and corruption of his 
regime. Assad’s response only proved the legitimacy of 
the peoples’ claims. A handful of teens were arrested and 
then tortured for spray-painting anti-government graffiti. 
Unarmed protesters were shot and killed by loyalist security 
forces. These aggressions incensed the people, who in 

turn took up arms to defend themselves. Soon, they were 
supported by many military defectors who renounced the 
Assad regime, transforming a democratic movement into 
a legitimate armed insurgency. With the people united 
against him and the international community caught up in 


the revolutionary fervor of the Arab Spring, Assad’s grip on 
power was slipping. To create political space for a Russian 
military intervention on his behalf, he needed to find a way 
to alienate and isolate the insurgency, to cast doubt on its 
legitimacy. “Radical Islamic terrorism” was just what he 
needed. 


Assad’s regime was adept at creating and enabling violent 
radicals; they had been doing so for years to disrupt 
American military occupation in Iraq and Afghanistan. 

The ones that outlived their usefulness or turned their 
extremism against the state were locked up in Syrian 
prisons. During the tumult of the Arab Spring, Assad 
ordered their release. The hope was that these violent 
radicals, driven into frenzy by ideology and years of abuse, 
would go out and inflict carnage throughout Syria. To add 
fuel to the fire, the regime even looked the other way as al 
Qaida fighters began to cross their boarders to join their 
brothers-in-arms. ISIL was born and the West was horrified. 
The ensuing violence and ISIL’s cooption of the democratic 
movement was as predictable as it was preventable, but it 
was part of Assad’s grand strategy. The regime was then 
able to point at the activities of these extremists and blame 
the insurgency. The world community bought the story, 
hook, line, and sinker. 


Russia quickly entered the war under the pretense of 
defeating the newly formed ISIL, but nearly all of their 
military operations targeted the population centers, 
hospitals, and bases of the anti-Assad insurgency. The 
United States, exhausted from a decade of fruitless nation 
building and military adventure, immediately seized 

on Assad’s narrative as a convenient excuse to recuse 
themselves from the conflict. In one of the most craven 
moments in modern geopolitics, American politicians cried 
“We need to stop arming the terrorists” while the men, 
women, and children of Aleppo were being blown to pieces 
by a Russian-backed Syrian air force. Assad was able to 
degrade and kill the Signal long enough to reestablish order, 
but it remains to be seen if it will be reborn. One thing is 

for certain, however. Assad’s brutal regime is not a defense 
against radicalization; it is an engine of radicalization. 


SIGMATA explores the concept of an insurgency vying 

for, and fighting for, the support both the people and the 
international community, in the face of a regime who is 
also doing the same. All violence is political. If a military or 
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political operation is not actively gaining and strengthening 
the support of the people and the international community, 
it does not matter, regardless of the outcome. 


The Strategy 


There are three types of insurgency strategies: the guerilla 
warfare strategy, the conventional warfare strategy, 

and the punishment strategy. Before discussing guerilla 
warfare, the strategy that the Resistance has selected, we’ll 
briefly discuss the conventional warfare and punishment 
strategies, and why they are not tenable paths to victory. 

It is important to understand these less effective strategies 
because there are members of the Resistance that advocate 
for them any time the movement faces a major setback. 


A conventional warfare strategy is essentially civil war 
between Resistance military units and Regime military 
units. Both sides conquer and hold land, attack each other’s 
military industrial bases and supply lines, and attempt to 
win decisive victories on the battlefield until one side is 
exhausted and concedes defeat. A conventional warfare 
strategy only makes sense if the insurgency has military 
power equal to or greater than the state. It is for this reason 
that a conventional warfare strategy is completely out of the 
question for the Resistance. The Resistance has no shortage 
of soldiers and small arms, but the Regime has the awesome 
power of the Freedom Fist and all supporting branches of 
what used to be the US military, including the Air Force and 
Navy. No matter how many soldiers and stolen military 
vehicles they muster, the Resistance will always lose a stand- 
up fight with the Regime. 


A punishment strategy is a campaign of terror where the 
Resistance targets and punishes the population that remains 
loyal to the Regime. The insurgency commits atrocities 
such as mass murder, kidnapping, torture, assassination, 
mutilation, and humiliation against loyalist supporters, 
politicians, media personalities, and soldiers on leave. The 
goal is to convince the loyalist population that the Regime 
cannot protect them, while also forcing the state to strangle 
the loyalist population with severe security measures. The 
Regime is then in a race against time: it must root out and 
destroy the insurgency before it goes bankrupt, or before 
the terrified population demands that the state cedes to 

the insurgent’s demands. While many in the Resistance 
advocate for this strategy, especially those who have 


suffered the Regime’s own atrocities, it was ultimately 
rejected, for it is nearly impossible to parse the actual 
loyalists from those coerced into collaborating with the 
Regime. 


A guerilla warfare strategy, which the Resistance has 
adopted as their own, is where an insurgency uses intimate 
regional knowledge, the support of local sympathizers, 
and the mobility of smaller numbers to perform hit-and- 
run maneuvers against the Regime’s much larger and 
slower force. A guerilla insurgency chooses its battles 

very carefully, only committing to confrontation when the 
odds are in its favor. Its members hide in remote regions 
or within population centers, because taking and holding 
territory or mustering forces in any one place would make 
it easily crushed through conventional means. The goal 

of this strategy is to harass the Regime so often, and over 
such a long period of time, that it diminishes the Freedom 
Fist’s morale, compels them to stay hidden in the safety of 
bunkers and APCs (further isolating them and alienating 
them from the population), and forces them into a strategy 
that it so defensive that it cannot effectively achieve the 
Regime’s goals, all while the insurgency bolsters its popular 
and international support. Of course, this requires that the 
insurgency survives its campaign long enough to see it 
through. 


e) 


¥ The War Room is a play aid that tracks the progress of the 
American Insurgency. It has four sections that track separate 
but connected issues: the COIN Tracker, the Signal Strength 
tracker, the Signal Wars tracker, and the Faction Loyalty 
tracker. 


The COIN Tracker 


. » The War Room 


To defeat an occupier, an insurgency needs to achieve the 
following objectives: 


¢ Win over the local population 
e Win over the international community 
e Keep the insurgency in the fight 


The COIN (Counter-Insurgency) Tracker records the 
progress of these three strategic pillars of insurgency, and 
rates them ona scale of 1 to 10. A campaign begins with 
each pillar rated at 4. Throughout the course of a campaign, 
these ratings will go up or down depending on how well 
or how poorly the Resistance is doing. For the Resistance 

to prevail, all three of these pillars must reach 10. However, 
if all three of these pillars fall to 1, the Resistance has been 
crushed. 


THE WAR ROOM 
COIN TRACKER {0 O] [2] 


LOCAL POPULATION 
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Local Population 

The local population is the American people, the majority 
of whom are not actively involved in Regime or Resistance 
efforts. They are just trying to live their lives and avoid 
becoming collateral damage in the conflict. When the local 
population loves with the Resistance, Resistance fighters 
can easily hide among the people and be more aggressive 
in their operations against Regime targets. When the local 
population hates with the Resistance, Resistance fighters 
must be wary that everyone they interact with is a loyalist 
spy and their ability to execute operations against Regime 
targets is hampered. A campaign begins with the local 
population mostly undecided about the Resistance. 


To increase favor with the local population, the Resistance 
must liberate political prisoners, sabotage local Regime 
propaganda efforts, defend local communities from state- 
sponsored violence, execute psychological operations 
against Regime loyalists, gain the sympathy of influential 
persons (such as politicians, celebrities, and business 
moguls), and negotiate with neutral parties to bring them 
into the Resistance movement. 


The Resistance loses the favor of the local population 
when it commits atrocities, destroys or steals the people’s 
property, allows Regime propaganda and talking points 
to go unanswered, or allows fascists to demonstrate in the 
streets without muscular counter-protest. 


International Community 

The international community is composed of the foreign 
governments, non-government organizations (NGOs) and 
peoples all over the globe that have taken an interest in 

the American Insurgency and are determining which side 
they support. When the international community supports 
the Resistance, the Resistance is flush with foreign aid in 

the form of cash, weapons, and supplies, while the Regime 
faces immense geopolitical pressure in the form of economic 
sanctions. When the international community condemns the 
Resistance, the Resistance is starved for cash, weapons, and 
supplies, while foreign intelligence agencies provide the 
Regime support in their hunt for Resistance operatives. A 
campaign begins with the international community mostly 
ignoring the Resistance. 


o 
a 
J 
* 
. 
. 
. 
. 
. 
7. 
« 
. 
. 


To increase favor with the international community, 

the Resistance must disrupt the machinery of mass 
deportation, sabotage Regime diplomatic efforts, defend 
multinational groups from state-sponsored violence, execute 
psychological operations against nationalist movements, 
and demonstrate solidarity with, and provide material 
support to, like-minded peoples’ movements throughout 
the world. 


The Resistance loses the favor of the international 
community when it commits atrocities, engages in 
nationalist isolationism, bolsters or ignores brutal dictators 
crushing people movements abroad, or permits any of the 
major Resistance factions to highjack the cause for its own 
purposes. 


Resistance Fighters 

When they aren’t vying for the hearts and minds of the local 
population and the international community, Resistance 
fighters are engaged in direct action against the Regime 
military power base. When Resistance fighters are on the 
march, they are executing guerilla ambushes on Freedom 
Fist patrols, repelling Freedom Fist raids on Resistance 
safehouses, and sabotaging Regime factories, supply 
chains, and communication lines. When Resistance fighters 
are on the run, they are being smoked out of cities and 
strongholds, sustaining combat casualties faster than they 
can recruit fighters, and are incapable of slowing down 

the Freedom Fist war machine. A campaign begins with 
the Resistance fighters holding fast against the Regime 
onslaught. 


To increase the numbers, capabilities, and morale of their 
fighters, the Resistance must expand their recruitment 
efforts, establish and defend strongholds and safehouses, 
keep the Freedom Fist on the defensive through guerilla 
operations, and maintain the supply lines keeping their 
fighters flush with weapons, medical supplies, and cash. 


Resistance fighters diminish in numbers, capabilities, and 
morale when operations against Regime forces fail, when 
strongholds and safehouses fall to the Regime, when 
recruitment efforts are compromised by Regime spies, when 
the Regime develops and deploys new weapons systems, 
and when any of the Resistance factions pull their support. 


Signal Strength 
SIGNAL STRENGTH = [0}+[1]+ 


OR Hi 
EXTREME UNCERTAIN IMMINENT 


EMERGENCY OUTCOME VICTORY 


The Receivers do not fight alone. The missions they 
undertake, however important, are but a handful of 

the concurrent operations taking place in support of 

the larger American Insurgency. At any given time, 
Resistance partisans are engaging in espionage, sabotage, 
psychological operations, ambushes, and defensive actions; 
all to either ignite the Signal or prevent Regime forces from 
smothering it. The Signal Strength tracker measures the 
reach and resiliency of the Resistance’s technical network. 
When Signal Strength is high, it means that Resistance 
towers, antennas, and repeaters are nearly everywhere, each 
one defended by armed partisans ready to broadcast the 
Signal at moment’s notice. When Signal Strength is low, it 
means that the technical infrastructure of the Resistance is 
in shambles, only able to broadcast the Signal in short bursts 
before being jammed or neutralized by the Regime. 


By extension, Signal Strength also tracks which side of the 
war currently has the momentum. When Signal Strength is 
high, it means the Resistance is close to winning the war. 
When Signal Strength is low, it means the Regime is close to 
winning the war. 


Signal Strength is rated on a scale of 0-6 and is derived 
from values identified on the COIN tracker. Each value on 
the COIN tracker coincides with a Signal Strength value, 
and the sum of these three values equals the overall Signal 
Strength. For example, a campaign begins with all COIN 
Tracker values set at 4, each of which translates to 1 Signal 
Strength point. Adding these three together leaves us with 
an overall Signal Strength of 3. If one of the COIN Tracker 
values slips to 3 or less, then it’s Signal Strength value slips 
to 0. Now the overall Signal Strength is at 2. Alternately, if 
one of the COIN Tracker values is raised to 8 or higher, then 
it’s Signal Strength is increased to 2, bumping the overall 
Signal Strength to 4. 
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Signal Strength is a shortcut for the Resistance’s momentum, 
or lack thereof, and it deeply impacts the behaviors and 
strategic posturing of the Resistance factions. These possible 
strategic postures are discussed below: 


Extreme Emergency (0-2): The Resistance is on the ropes 
and the Signal is about to be smothered for good. Partisans 
have lost control of towers. Pirate stations have been raided, 
elite BBS have been infiltrated, and repeater networks are 
in tatters. The Signal can only be ignited for short bursts 
before being jammed, and the political and military praxis 
of the Resistance is severely stunted. Threatened with 
extermination by a common enemy, the comradery and 
cohesion among Resistance factions is very high, but their 
desperation makes them more prone to acts of extremism 
or cynicism. While the Resistance fights for its very life, the 
Receivers will need to make sure that factional extremists 
aren't the one’s hammering the final nail in the movement's 
coffin. 


Uncertain Outcome (3-4): It is unclear which way the war 
is going, but it has become clear that it will continue for a 
long time. The Signal beacons intermittently from a handful 
of besieged Resistance strongholds and it permeates as 

far as Resistance partisans push it into Regime territory. A 
state of emergency has given way to low-intensity conflict 
and political maneuvering. While Resistance partisans are 
less likely to act out in desperation during this period, the 
factions also use its relative stability to begin building up 
their own power base, sometimes at the larger movement's 
expense. 


Imminent Victory (5-6): Cracks in the Regime have become 
chasms. The Signal beacons steadily from commercial 
towers seized by the Resistance and there is little the 
Regime can do the stop it. The frequency of liberation is 
heard in every corner of America and is spreading to other 
parts of the world. Freedom Fist soldiers and Regime 
bureaucrats alike are surrendering or defecting in droves. It 
is no longer a question whether the Resistance will prevail, 
but rather, which of the Resistance factions will assume the 
mantle of leadership? The knives are out, and the revolution 
is about to end in a negotiated coexistence or a bloody 


purge. 


Signal Wars 


SIGNAL WARS 


SIGNAL SURGE 
All subroutines processed, all 
exposure wiped. Give them hell! 


SIGNAL UP 


Subroutines online, all exposure 
wiped. Press the attack! 


SIGNAL DOWN 


Subroutines offline. Tread 
carefully, comrades! 


DEATH SQUADS 


Receivers isolated, death 
squads inbound. Abort mission! 


<E EIRP 


If Signal Strength measures the reach and resiliency of the 
Resistance’s technical network, the Signal Wars tracker 
records the tactical battle for the airwaves that begins the 
moment the Resistance starts broadcasting the Signal. For 
every important mission the Receivers undertake, there 

is an off-camera cast of Resistance partisans readying 
themselves to ignite and maintain the Signal the second that 
the Receivers tell them to do so. They also know that the 
Regime is capable of rapidly detecting and responding to 
broadcasts of the Signal, using radio telemetry to identify 
the location of the offending Resistance towers, antennas, 
and repeaters. This will place the partisans in a pitched 
battle against the Freedom Fist patrols closing in on them 
and the SIG-Ops engineers trying to jam the Signal. 
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The moment the Receivers decide to ignite the Signal, 

the Signal Wars begin. The Receivers have their exposure 
reduced to 0 and their subroutines come online. At the 
beginning of each round, the GM rolls a D6. If the result 

is equal to or less than Signal Strength, a box in the Signal 
War tracker’s up arrow is checked. If the result is greater 
than Signal Strength, a box in the Signal War tracker’s down 
arrow is checked. Throughout the scene, if the up arrow’s 
boxes are all filled in, the Receivers experience a Signal 
Surge (which reduces their exposure to 0 and processes each 
of their subroutines once), and all checks from the Signal 
Wars tracker are removed. If the down arrow’s boxes are all 
filled in, the Signal is down again (subroutines are locked), 
and all checks from the Signal Wars tracker are removed. 


If the Regime takes down the Signal after it was ignited 
during a scene, it changes the contours of Signal Wars. If the 
Resistance manages to fill the up arrow’s boxes again, then 
instead of a Signal Surge, the Signal is merely back up again 
(Receiver exposure is again reduced to 0 and subroutines 
are available again). But if the down arrow’s boxes are filled 
again, the Regime’s death squads have arrived and the 
Signal Wars tracker is no longer in play. 


Death Squads 

The arrival of a death squads not only results in instant 
mission failure, but now the Receivers are fighting for their 
lives to escape an overwhelming Freedom Fist battalion 
supported by armor and gunships. A new scene begins, 
either as an evasion scene (the Receivers running for their 
lives) or as a combat scene (where the Receivers must punch 
through the Fist’s lines to make it to an evacuation point). 
What makes these scenes particularly dangerous is that 
everyone is playing for keeps... Receivers are not permitted 
to reboot. Ending a turn with 10 or more exposure results in 
the final and unambiguous death of the Receiver. 


Faction Loyalty 


While each faction has humanitarian and revolutionary 
impulses that led them to join the Resistance, they must also 
contend with the fact that some of their members might be 
ideological extremists, counter-revolutionary saboteurs, or 
selfish demagogues who see the movement as a threat to 
their own political fiefdoms. These elements are exactly the 
groups that are targeted by the Regime’s PSY-Ops directive, 
with the aim of aggressively exploiting intra-factional and 
inter-factional fissures in the Resistance. PSY-Ops will do 
what it can to empower and embolden these elements with 
the hopes that they will cause the Resistance to become 
embroiled in infighting, embrace forms of political violence 
that alienate potential allies, or even betray the Resistance 
outright to ensure that their vision of utopia will prevail. 
The Receivers, meanwhile, are in a unique position to either 
bolster faction loyalty to prevent this outcome in the first 
place, or take on factional dissenters who would harm the 
movement from the inside. 


FACTION LOYALTY 
THE OLD MEN 


MINUTEMEN: During combat, reduce all Receiver exposure by 
(LOYALTY) or increase all enemy exposure by (LOYALTY). 


THE FAITH 


TRIBULATORS: During any scene, add (LOYALTY) to the up arrow of 
the Signal Wars tracker. Cannot be used to negate Death Squads. 


THE PARTY 


VANGUARDS: During evasion, reduce all Receiver exposure by 
(LOYALTY) or add (LOYALTY) waypoints to each Receiver. 


THE MAKERS 


DARK MONEY: During intrigue, reduce all Receiver exposure by 
(LOYALTY) or add (LOYALTY x 4) talking points to a single agenda. 
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The Faction Loyalty tracker is used to record how loyal each 
faction is to the Resistance movement, and by extension, 
how helpful their partisans are and how resilient they are 

to PSY-Ops’ machinations. Each faction has a Loyalty score 
ranked on a scale of 0 to 5. A faction with 5 Loyalty is a 
crucial Resistance partner with highly capable operatives 
that are instrumental in supporting the movement's 
objectives. A faction with 0 Loyalty is no longer part 

of the Resistance. It has either surrendered to or been 
exterminated by the Regime, or has been forcefully expelled 
by the Resistance because the movement could no longer 
abide its actions. At the beginning of a new campaign, all 
factions have their Loyalty set at 3. 


Throughout the campaign, PSY-Ops is working overtime to 
degrade the factions’ loyalty to the movement. One tried- 
and-true technique is to covertly prop up and, in some 
cases, arm the most radical and reactionary members of a 
faction and then provoke them into committing atrocities. 
Not only does this exacerbate a faction’s intra-factional 
squabbling, thereby reducing its effectiveness against the 
Regime, but it also strengthens the Regime’s argument that 
the Resistance is not a legitimate people’s movement, but 
rather a terrorist organization that no one, neither among 
the local population nor in the international community, 
should associate with. Another technique is to promote 
inter-factional conspiracies to turn the factions against one 
another. While the factions won’t directly turn on each 
other while the Regime presents an existential threat, they 
will begin to dig in, bolstering their own positions instead 
of supporting the movement’s goals. Lastly, the Regime 
regularly commits atrocities against the people, provoking 
members of the Resistance into countering with their own 
violent retribution, which may involve actions that defy the 
rules of ethical insurgency. 


While PSY-Ops meddles, the Receivers are in a position 
to bolster the loyalty to the factions or prevent their worst 
excesses. 


During SIGMATA’s strategic phase, the GM gets to invoke 
a Loyalty check on a single faction of her choice. She rolls a 
D6. If the result is equal to or less than the faction’s Loyalty, 
that faction gains a wave and the Receivers are permitted 
to go on any of the missions described on the Faction Favor 
sheet, all of which increase a single Faction’s loyalty by 1 

if the mission is successful. If the result is greater than the 


faction’s Loyalty, members of that faction begin to engage in 
the behaviors described on the Faction Fallout sheet, which 
vary in severity based on Signal Strength. If the Receivers go 
on a mission to prevent this outcome, that faction’s loyalty 
is reduced by 1 point regardless of whether or not the 
Receivers are successful. If the Receivers allow the Faction 
Fallout scenario to occur on their watch, the faction’s 
Loyalty remains intact, but the Resistance movement takes a 
hit on the COIN Tracker. 


If a faction’s Loyalty ever drops below 1, it is no longer part 
of the Resistance. Whether it has been wiped out, pledged 
its allegiance to the Regime, or been banished from the 
Resistance is determined by events that have been occurring 
in the campaign’s story space. 


Waves 


Waves are Resistance partisans from each of the factions that 
have been assigned to support the Receivers during their 
missions. They can be utilized during missions to achieve 
spectacular outcomes, but they are limited resource. A 
campaign begins with each faction contributing 1 wave to 
the cause. When a wave is used, it is gone, but the Receivers 
earn more through successful Loyalty checks (which 
represent productive recruiting efforts) and by performing 
favors for the factions. Below, the four different types of 
waves are discussed: 


Dark Money 

When it comes to socio-political forces that influence the 
individual’s behavior, ideology has absolutely nothing 
on money. The ultimate victory of capitalism is money’s 
ability to convince even the most deeply entrenched 
ideologue to make temporary exceptions to virtually 
anything, so long as the price is right. And when the 
economy is in shambles, or deeply skewed towards those 
who are already wealthy, that price is cheap. 


During a scene of intrigue, a player can choose to forfeit her 
Receiver’s turn and instead leverage a wave of dark money. 
This wave can be used to do one of two things: reduce all 
Receiver exposure by a value equal to the Makers’ Loyalty 
score, or acquire a number of talking points equal to the 
Maker’s Loyalty score x 4 towards a single agenda. She 
then narrates what this intervention looks like in the story 
space. Examples of dark money intervention include: duffel 
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bags full of unmarked bills, manila envelopes containing 
compromising photographs, phone calls made to managers 
or lieutenants who will “vouch” for unwanted guests, or 
otherwise ruthless agents who are suddenly incurious or 
bad at their job for reasons unknown. 


Minutemen 

Minutemen are Resistance partisans who can be mobilized 
to carry out offensive and defensive military actions against 
Regime forces at moment’s notice. Some are uniformed 
guerillas, but most are people who masquerade as tax- 
paying, law-abiding loyalists. When they get the phone call 
from Regional Command or see an emergency manifesting 
before them, they ready themselves for action. Heavily 
armed and trained in small unit tactics, minutemen are 
ready and willing to engage the enemy whenever and 
where ever they are needed. 


During a scene of combat, a player can choose to forfeit her 
Receiver’s turn and instead leverage a wave of minutemen. 
This wave can be used to do one of two things: reduce 

all Receiver exposure by a value equal to the Old Men’s 
Loyalty score, or increase the exposure of all threats by the 
same value. She then narrates what this intervention looks 
like in the story space. Examples of minutemen intervention 
include: the emergence of a lone sniper providing 
overwatch, the dramatic arrival of the cavalry rolling in ona 
pickup truck, a citizen ramming their car into a Fist APC, or 
a mob of people swarming neo-Nazi aggressors. 


Tribulators 

Radical bishops of the Faith have issued edicts preemptively 
absolving any sin committed to keep the Signal alive during 
the Resistance’s most important ordeals. Tribulators are 
those who have taken this edict to heart. These operatives 
are spies, saboteurs, sleeper agents, and suicide commandos 
who have infiltrated virtually every segment of secular 
society, including the organizations that comprise the 
Regime. At the behest of a radical bishop, they will execute 
with frightening zeal and with conduct that could only be 
permissible during the End of Days. 


During any scene, a player can choose to forfeit her 
Receiver’s turn and instead leverage a wave of tribulators. 
This wave adds a number of points to the Signal Wars 
tracker’s up arrow equal to the Faith’s Loyalty score. 
Tribulator intervention typically happens “off camera” and 


involves profoundly violent and unexpected attacks on the 
Regime’s military forces and technical infrastructure. The 
Receivers rarely see tribulators firsthand. They only know of 
their success when the Signal suddenly comes back online 
or surges. However, across town, a sleeper agent pulls out 

a gun and assassinates her SIG-Ops colleagues jamming the 
Signal. Or a vehicle-borne improvised explosive device is 
driven into a column of Fist APCs closing in on a Resistance 
pirate radio station. The player who chooses to use this 
wave need not define its narrative elements immediately 

if she doesn’t want to. She can instead describe it after the 
mission, in the form of news reports about shocking acts of 
terrorism committed by the Resistance. 


Vanguards 

Work that isn’t done by the microchip is done by workers, 
many of whom are members of the Party. These vanguards 
dutifully toil as drivers, heavy equipment operators, 
service workers, assemblers, miners, and material handlers, 
awaiting the day where they'll be able to put their facility 
access and insider knowledge to work for the Resistance. 
Whether it’s through mechanical sabotage, smuggling, 
general strike, or commandeering company property, the 
seized means of production will aid the people. 


During a scene of evasion, a player can choose to forfeit her 
Receiver’s turn and instead leverage a wave of vanguards. 
This wave can be used to do one of two things: reduce all 
Receiver exposure by a value equal to the Party’s Loyalty 
score, or increase the waypoints of each Receiver by the 
same value. She then narrates what this intervention looks 
like in the story space. Examples of vanguard intervention 
include: a worker leaving a door unlocked or an alarm 
system deactivated, a truck driver smuggling the Receivers 
past a checkpoint, a longshoreman “accidentally” backing 
a forklift into a guard post, or a conveniently timed general 
strike that creates a distraction. 


If and when it becomes obvious to all sides of the American 
Insurgency that the Resistance is on the cusp of ultimate 
victory, the political and strategic calculous of the war 
undergoes a dramatic shift. With the Regime is no longer 

a viable threat, the factions begin positioning themselves 

to either assume the mantle of leadership, or to prevent 
another faction from co-opting the movement for their own. 
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What makes this state of affairs so incredibly dangerous is 
the fact that the remnants of the Regime, including Freedom 
Fist battalions and the legions of bureaucrats who run state 
functions, begin their own political maneuvering. They seek 
to throw their lot in with the faction that is most likely to 
assume power once the dust has settled, if only to stay alive, 
stay relevant, or stay in power. It’s the equivalent of pouring 
gasoline on a fire. 


The leadership of each faction knows full well that 
whomever inherits the remnants of the Regime will be in 

a position to rebuild America into their own version of 
Utopia. Of course, one faction’s Utopia could very well be 
another faction’s Hell on Earth. Two political threads follow 
this dilemma. Publicly, the leaders of the factions reaffirm 
their loyalty to the Resistance and continue negotiating 
what their peaceful coexistence will look like during the 
rebuilding process that follows the war. It’s a strained 
conversation, but that much was always expected. Privately, 
however, they engage in a bidding war to pull Regime 
defectors and “reformed” fascists into their own ranks, 
knowing full well that the faction that makes the most 
concessions to them, and promises a Utopia most amenable 
to their ideology, will win their loyalty. 


Once the Signal Strength tracker determines that the war 
has reached the “Imminent Victory” phase, a failed Loyalty 
check results in a faction transforming into the authoritarian 
antithesis of its humanitarian and revolutionary impulses, 
effectively becoming the new Regime. To ensure their 
power and preempt any actions that the remainder of 

the Resistance is likely to take against them, they execute 

a sudden and shocking purge, played out in a series of 
ambushes, assassinations, violent mutinies, and summary 
executions. Once they have neutralized those members 

of their own faction who would never throw in with the 
fascists, they move on to their greatest rivals. 


When the GM is choosing which faction might carry out 
the Great Betrayal, faction Loyalty plays into her calculous. 
A faction with high Loyalty is less likely to actually fail 

a Loyalty check and turn on the Resistance. However, 

and perhaps cruelly, the more loyal a faction was to the 
Resistance, the more damaging its Great Betrayal is to the 
movement. Prior to the Great Betrayal, those factions with 
low Loyalty were held at arm’s length, never fully trusted, 
and never really given a seat at the table. Their strategic 


discipline and commitment to the cause were always 
questioned, so they were kept in the dark about many 
operational secrets and there were numerous contingency 
plans accounting for their possible betrayal (“We all knew 
this day would come. There was no way the Makers would 
ever let go of their grip on power”). Those factions with 
high Loyalty, on the other hand, were the most trusted and 
influential members of the movement. They gave their all to 
combat the Regime, helped the Receivers survive their most 
dangerous ordeals, and were trusted with the Resistance’s 
most sensitive operational secrets. No one saw their betrayal 
coming (“I can’t believe this is happening, comrades. On the 
eve of victory, the Tankies set fire to the whole thing”). 


If and when the Great Betrayal happens, the Local 
Population, International Community, and Resistance 
Fighters scores on the COIN Tracker each plummet by a 
value equal to the betraying faction’s Loyalty. Regardless 
of which faction does the betrayal, matters get worse: the 
remaining loyal faction with the highest Loyalty score is 
eradicated in the purge and effectively removed from the 
Resistance (flip a coin in case of a tie). Some of its members 
remain, but the faction as an organized political force is 
essentially dead. 


The only silver-lining of the Great Betrayal is that the 
surviving factions coalesce into a single faction, the People. 
The People is a conglomeration of the Great Betrayal’s 
survivors. Their Loyalty remains at an otherwise impossible 
6, and instead of making Loyalty Checks during the 
strategic phase, the GM simply gives them 2 waves. These 
waves can be used to replicate the effects of Minutemen, 
Vanguards, Dark Money, or Tribulators. 


Given the shocking, unpredictable, and dark nature of the 
Great Betrayal, your table should discuss whether or not 
your campaign will even include it as a possibility. As with 
any game mechanic or thematic content, if it does not sit 
right with your table, don’t use it. 


CAMPAIGNS, ACTIONS, 
AND MISSIONS 
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Strategic Phase 


A campaign is composed of Receivers performing or 
responding to actions: tactical and strategic measures that 
either the Resistance or the Regime take to win the war. 
Every action has the possibility of increasing or decreasing 
one or more the strategic pillars — the local population, 
international community, or resistance fighters — 
depending on which side is taking the action and what that 
action involves. When the Resistance takes an action, the 
Regime does everything in its power to disrupt that action, 
and vice versa. To ensure that Regime actions fail and 
Resistance actions succeed, the Receivers gO On Missions: 
military, political, and clandestine operations to ensure the 
best outcome for the Resistance. 


For example, the Regime might embark on an R&D project 
to develop and deploy a new weapon system that could 
change the trajectory of the war. This action will result 

in a decrease of the resistance fighters score, unless the 
Receivers carry out a mission to sabotage the project’s plans 
and prototype. For another example, the Resistance might 
organize a mass demonstration in front of a capital building, 
demanding the ouster and arrest of a particularly corrupt 
Freedom Fist commissioner. This action could result in an 
increase of the local population score, unless the Receivers 
fail their mission of ensuring the demonstration survives 
undercover saboteurs and Freedom Fist suppression tactics. 


Unfortunately, the struggle is not as simple as a tug of war 
between the Resistance and the Regime. The loyalty and 
strategic discipline of Resistance factions are constantly 
being undermined by fringe elements within each faction 
who have either become dissatisfied with the larger 
movement's strategy, have been provoked into extremism 
by ideologues or PSY-Ops agitators, or see an opportunity 
to ensure that their vision of utopia prevails in the aftermath 
of the war. The nature of this betrayal depends on how well, 
or poorly, the war effort goes, but regardless, this faction 
fallout, left unmanaged, presents an existential threat to 

the Resistance movement, even if it is close to bringing the 
Regime to heel. Fortunately, as the Resistance’s premiere 
troubleshooters and de facto arbiters, the Receivers are in 

a position to both prevent these outcomes and even bolster 
faction loyalty, if they so choose. 


All of this is choreographed 
during a campaign’s STRATEGIC PHASE 


Strategic Phase, the meta- 


gaming space between Regime Action 

missions and sessions where Resi : 
esistance Action 

the GM and players talk 

about what happens next. Loyalty Check 

The general flow of a New Phase 


campaign looks like this: 


1. The GM chooses a Regime action and the Receivers go 
on a mission to disrupt it. 


2. The players choose a Resistance action and the Receivers 
go on a mission to support it. 


3. The GM selects a faction and rolls a D6: 


e If the result is equal to or less than the faction’s 
Loyalty, the players receive 1 wave from that 
faction. In addition, they get to choose any faction 
favor they wish and go on a mission to support it. 


e If the result is greater than the faction’s Loyalty, 
faction fallout occurs, the exact nature of which 
is based on what faction the GM selected and 
the current state of the war (extreme emergency, 
uncertain outcome, or imminent victory). 


4. Repeat from the top. 
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Regime Actions 


A Regime action is an adventure prompt selected by the GM. 
It describes, generally, a set of tactical and strategic tasks 
the Regime is attempting to carry out in a specific theatre 
of the American Insurgency. Resistance Command has 
become aware of this action either through field reports, 
captured documents, interrogated prisoners, news media, 
or spies inside the Regime. They have also determined that 
if the Regime’s action is successful, it will have a significant 
impact on the direction of the war. In order to avoid this 
outcome, the Receivers are assigned a mission to help the 
Resistance counter, disrupt, prevent, or recover from the 
Regime action. If the Receivers fail to disrupt a Regime 
action, the Resistance loses between 1 and 3 points on the 
COIN Tracker. If they succeed, however, the Resistance does 
not lose these points. 


Though a Regime action is selected by the GM, she is 
encouraged to elicit input from the players in determining 
what that action looks like in the story space and what type 
of mission the Receivers must go on to prevent the action. 
She can even ask the players, “If the Regime is doing this, 
what do you think the Resistance should do to disrupt it?” 


Consider the Regime action “Logistics” which states, 

“The Regime is mobilizing for a major offensive or the transfer of 
something or someone of immense value: high-ranking captives, 
ordnance, prototypes, narcotics, pallets of cash, video evidence of 
an atrocity, a captured Receiver, etc.” 


There are many exciting stories hidden in this prompt. 
Perhaps the table is interested in a tense, claustrophobic 
mission where the Receivers need to commandeer a 
Regime-controlled 747 transporting a captured member 

of Resistance Command. Alternatively, they might be 
interested in vehicular combat and high-speed interdictions 
on the highways crossing the deserts and mountains of the 
American West. Either way, the table would work together 
to establish the contours of the action and resulting mission, 
and then start playing. 


REGIME ACTIONS ee eee 


O 


Logistics OM CI Investigation OM Moles 
The Regime is mobilizing for a To identify enemies of the state, A rash of setbacks and failed 
major offensive or the transfer of Cl has launched a major probe. operations suggest that the 
something or someone of They have begun canvasing Resistance has been infiltrated by 
immense value: high-ranking neighborhoods, interviewing EYE-Ops assets. Tempers flare 
captives, ordnance, prototypes, informants, interrogating and accusations fly. If someone 
narcotics, pallets of cash, video prisoners, tapping phone lines, doesn’t find the informant(s) 
evidence of an atrocity, a reading mail, watching soon, the local Resistance will 
surveillance footage, etc. 


-1LP, -1 RF 


tear itself apart. 


-1LP, -2 RF 


captured Receiver, ete. 


“LIC, -LP, -I RF 


Sanitation Operation OF Raids OM Paramilitaries Oo 
The Regime begins to organize a | | The Freedom Fist executes raids |} PSY-Ops has tasked hooligan 
black-out perimeter in order to ||] on Resistance strongholds and groups with tormenting 
discretely massacre a large group. safehouses, as well as the private marginalized communities, 
Once journalists are muzzled, property of suspected Resistance organizing neo-Nazi rallies, and 
communication lines are severed, ||] sympathizers, neutralizing all carrying out extrajudicial 

and points of egress are blocked, who resist and processing those kidnappings, tortures, and 

the death squads will arrive and who surrender. executions of known Resistance 
begin their work. sympathizers. 


“lIC. -2 LP 


Everything is Fine OF Skunkworks Propaganda 
Loyalist operators organize an The Regime is nearing PSY-Ops plans a propaganda 


event to increase Regime completion of a facility, push to tarnish the Resistance’s 
support, fundraise for hate group | | infrastructure project, forward legitimacy, vilify a marginalized 
PACs, fawn over the Freedom base, or technology rollout thar community, or to distract the 

Fist, and/or put a family-friendly stands co severely disrupt the public from a narrative (current 


face on fascist ideology. It'd be a Resistance, either locally, or forthcoming) that threatens to 
shame if someone crashed this regionally, or nationally, sour the public’s opinion of the 
Regime. 


event, 


“IC. -2 LP 


Emoluments OW Parlay OF False Flag 

The Regime is using threats, Representatives of the Regime PSY-Ops has tasked hooligan 
bribes, blackmail, and force to request a secret meeting with groups with carrying outa 
steal the wealth, land, and/or Resistance leaders to negotiate a ||] particularly shocking, grizaly, 


autonomy of a political bloc, prisoner exchange, a conditional and unprovoked operation, but 
trade union, journalist surrender, a temporary ceasefire, in a manner that implicates the 
association, indigenous group, or a defection. It could very well Resistance as the perpetrators. 
church, or private entity it be a trap, or cum into a The Resistance must prevent the 
considers insufficiently loyal. bloodbath if negotiations sour, operation or expose the truth. 
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Resistance Actions 


A Resistance action is an adventure prompt selected by the 
players. It describes, generally, a set of tactical and strategic 
tasks the Resistance is attempting to carry out in a specific 
theatre of the American Insurgency. Resistance Command 
has identified an opportunity to go on the offensive against 
the Regime instead of simply reacting to the state’s military, 
clandestine, and political maneuvers. They have also 
determined that successful completion of this action will 
push the needle, potentially impacting the outcome of the 
war. To ensure this opportunity is not wasted, the Receivers 
are assigned a mission to help the Resistance execute this 
action. If the Receivers successfully support a Resistance 
action, the Resistance gains between 1 and 3 points on the 
COIN Tracker. If they fail, however, the Resistance does not 
gain these points. 


A Resistance action is selected by the players. Instead 

of responding to a Regime action, they are bringing the 
fight to the Regime on their own terms. Once they have 
chosen an action, they are encouraged to work with the 
GM in determining what this action looks like in the story 
space and what type of mission the Receivers must go on 
to ensure the action is a success. The players can either 
invent locations or events where they want the Receivers to 
engage, or ask the GM do so. 


Consider the Resistance action “The Sigmata” which 
states, “Someone in the region just experienced the Sigmata. The 
Receivers need to find them before the Regime does. Alternatively, 
they need to follow up on rumors of a monster or “gifted person” 
who might be one of their own.” 


This action could manifest in many different ways. Perhaps 
the table is interested in seeing the Receivers battle to 
maintain control of a besieged Resistance radio station long 
enough for their frightened new comrade to stumble their 
way to safety. Alternatively, the table might be interested 

in a spooky adventure involving the exploration of an 
abandoned, irradiated underground facility suspected 

of being part of the Sigmata Project. Either way, the table 
would work together to establish the contours of the action 
and resulting mission, and then start playing. 


RESISTANCE ACTIONS tc-teesrspond tang don isn 


The Sigmata OF Ultimatum OOM Repeat the Signal O 
Someone in the region just The Regime has rejected a To extend the Signal to a new 
experienced the Sigmara. The formal demand to release region, or strengthen it where it 
Receivers need to find them prisoners, pull their forces out of has faltered, the Resistance needs 
before the Regime does, contested territory, or stop to smuggle radio equipment into 
Alternatively, they need to targeting non-combatants. The enemy territory and install it in 
follow up on rumors of a Resistance must now make good strategic locations, all while 
monster or “gifted person” who on their threat. The world is evading SIG-Ops detection and 
might be one of their own. watching. Freedom Fist confiscation, 


+I RE. +210 


Tribunal OW Comrades-in-Arms OW Demonstration Oo 
A traitor or war criminal among A raid, ambush, or riot has ‘The Resistance is organizing a 
the Resistance has refused to face escalated into all-out warfare. mass demonstration to assure the 
a tribunal co answer for his The how or why it started no public and the world that the 
crimes, He must face justice if longer matters. It’s time for movement is legitimate, alive, and 


the Resistance wishes to Resistance partisans to press the has popular support, They must 
be ready for a legion of statists, 


saboteurs, and shock troops 


maintain any semblance of attack, hold their ground, or 
accountability, due process, and evacuate immediately, 
ethical principles. 


+IC. +1LP, +1 RF 


hoping to disrupt the event. 


+11C, +1LP 


Reconnaissance OF Sabotage OF Liberation 0 
Intelligence to be gathered in The Resistance has identified an Comrades must be liberated 
hostile or unknown territory, opportunity to cripple Freedom ||] from the clutches of the Regime. 
which may include the remote Fist or EYE-Ops operations Ic will involve a daring prison 
wilderness, the abandoned ruins ||| locally, regionally, or nationally ||} break, organizing a prisoners’ 

of a large scale battle, or from by sabotaging a facility, revolt, or interdicting prisoner 
within the ranks of a seemingly infrastructure project, or transports as they cravel between. 
neutral organization whose true technology prototype, jails, weigh stations, and 


agenda is unknown, processing centers, 
+1 LP, +1 RF +1IC, +1 LP, +1 RF 


Recruitment Forward Base Of Infiltration Oo 
Resistance agents have identified A new Resistance cell deep A high security facility needs to 
a powerful, influential, or well- within loyalist territory needs be infilrrated in order to acquire 


connected individual, help during its nascent phase. important intelligence, destroy a 
organization, or nation as a They'll need help recruiting and damning document, gain an 
potential ally, They'll need their training partisans, identifying audience with an exclusive 

best assets to make contact, high value targets, establishing person, steal cash to finance 


assess their motives, and close supply lines, and evading furure operations, or 
the deal if necessary. Freedom Fist security sweeps. planw/retrieve a listening device. 


+2 IC or +2 LP or +2 RF 


Faction Favors 


A faction favor is an adventure prompt selected by the 
players. The Receivers have been approached by a member 
of one of the four factions, be it a rank-and-file partisan 

or a Regional Commander, and informed of some type of 
opportunity or emergency that could use their support. 
While what is being asked of them does not directly support 
the war effort, it would go a long way in ensuring that 

the faction remains loyal to the Resistance movement and 
holds up their end of the mutual aid agreement if and 
when others require assistance. It will also help to keep the 
leadership of that faction in steady hands, instead of in the 
hands of self-serving ideologues or violent reactionaries. 

If the Receivers successfully support a faction favor, that 
faction’s Loyalty increases by 1, and the faction’s Waves 
increase by 1. If the Receivers fail to support the action, 
there are no consequences. 


Faction favors are an opportunity to explore the more 
humanitarian and revolutionary (or at least strategically 
useful) elements of the factions. Further, they are a chance 
for the Receivers to explore the core values, sentiments, 
and social pressures that define a faction, and to mold the 
faction in their own image. The favor they are performing 
is a chance to show that faction’s members an alternative 
approach to solving their internal and external challenges, 
though the Receivers may have to temporarily adopt the 
language, norms, and worldview of that faction to succeed 
in doing so. 


It is safe to say that assuming the role of fixer for either a 
rural libertarian militia, a Christian dominionist sect, a cabal 
of billionaires, or a revolutionary Marxist group is outside 
of the experience (and comfort zone) of most players, so 
consider it an exercise in empathetic imagination. The 
Receivers don’t have to like it. They are only doing it to 
support the greater cause. However, by simply engaging 
with a faction, they have the ability to influence it. 
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FACTION FAVORS 


THE OLD MEN 


Cache OF Nottingham OM Espirit de corps O 
The Old Men have learned A loyalist mayor is using his Anti-Semitism, racism, and 
about a massive cache of military office to enrich himself, as well conspiracy theory among the 
ordnance, buried by a prepper or as the sheriff's office and white Old Men's rank-and-file 
abandoned by an enthusiast, that nationalist paramilitaries who threatens the group’s esprit de 
potentially hasn't been recovered [I] protect his racket. The entire corps. Outsiders to masquerade 
yet. Unfortunately, it is located town is being strip-mined as new recruits, determine the 
in an extremely secure or through eminent domain and source of this ideological cancer, 
difficult-to-reach place. civil forfeiture. and then neutralize it. 


+1 LOYALTY, +1 WAVE +1 LOYALTY, +1 WAVE +{ LOYALTY, +1 WAVE 


Exodus OF In Sheep's Clothing Oo Judges Oo 
Due to a resource crisis or ethnic The Faith's leadership suspect a Missionaries infiltrating and 
cleansing, the Faith must charismatic bishop of predatory | | destroying human trafficking 
migrate a massive contingent of behavior, blasphemous edicts, a rings abroad, as well as exposing 
its flock (local or international). messiah complex, etc. He must other human rights abuses, have 
The flock is extremely vulnerable ||} be investigated by a discrete and ||] suddenly stopped reporting in. 
during this time and needs independent group, and if found Whether they have been 
shepherds to guide them to guilty, dealt with, regardless of a detained or gone vigilante, they 
safety. potential congregational schism. require salvation 


+1 LOYALTY. +1 WAVE +{ LOYALTY, +1 WAVE +1 LOYALTY, +1 WAVE 


THE FAITH 


THE PARTY 


No Vacancy OF Hold the Line OM Tankies, Fuck Off 0 


Anarchists have occupied unused Workers have seized a A foreign dictator espousing 
properties to shelter squatters production facility that supports Leftist values is actually inflicting 
and refugees. Now, the owner the Regime’s war-sustaining statist and nationalist tyranny on 
wants to demolish the place. The efforts. The bosses want their the underclasses to enrich 
Resistance needs to rally the company men, scabs, and himself and his bourgeois allies. 
people ro the defense of modern-day Pinkertons to clean The means of production must 
vulnerable peoples and just the mess before the Regime finds be seized from this “capitalist in 
alternatives to capitalism. out they've lost control. comrade’s clothing,” 


+1 LOYALTY. +1 WAVE +1 LOYALTY, +1 WAVE +1 LOYALTY, +1 WAVE 


THE MAKERS 


Dirty Laundry OW Pawns OM Meet My Associates Oo 
A Maker has a personal problem ‘The Makers need someone taken ‘The Makers need to attend an a 
(e.g. a familial scandal), bur down a peg or publicly meeting in hostile territory (e.g, 
they've met their match: an humiliated, Its difficult to tell Russian embassy, cartel kingpin’s 
activist, employee, whether this is driven by market estate, etc.), They need a highly 
commissioner, district attorncy, factors, personal animus, or just capable escort to ensure their 
shareholder, or estranged lover a playful rivalry wo alleviate the safety and protect their interests, 
who cannot be blackmailed, boredom of people with and do so without the benefit of 
bought, or intimidated, impossible means, tactical equipment, if necessary, 


+| LOYALTY, +1 WAVE +1 LOYALTY, +1 WAVE +1 LOYALTY, +1 WAVE 


A faction fallout is an adventure prompt influenced by the 
GM but ultimately determined by the state of the war. The 
Receivers have caught wind of faction partisans engaging 
in, or preparing to engage in, actions antithetical to the 
Resistance, ranging anywhere from selfish misappropriation 
of the People’s resources to committing violent acts of 
terrorism against the loyalist population. The Receivers 
then face a difficult choice. If they embark on an emergency 
mission to stop these upstarts from carrying out their plans, 
they have a chance to avert strategic harm to the movement, 
but earn the ill will of many of that faction’s partisans, 
reducing the faction’s Loyalty by 1. On the other hand, they 
can opt to do nothing about the upstarts, which preserves 
the faction’s Loyalty, but the Resistance as a whole suffers 
the full strategic consequences of this action. 


Managing faction fallout is an opportunity to identify 

and confront the authoritarian and counterrevolutionary 
impulses of the factions and examine what radicalism 
void of a sustainable strategy looks like. It is also a chance 
to explore the risks and consequences of making even a 
temporary strategic alliance with a historically adversarial 
group. If we know what the extremists and dissenters 
within a faction are capable of, what contingency plans 
must the Resistance have in place to either reduce the 
likelihood of these events or manage them when they 
occur? Faction fallout is likely to prompt the larger question 
of whether the Resistance even afford to break bread with a 
particular group in the first place. 


Every action has a potential impact on the COIN Tracker, 
though which pillars are impacted and how severe that 
impact is will depend on the nature of the action. Generally 
speaking, an action should stand to impact the COIN 
Tracker by between 1 and 3 points total, depending on 
which side is doing the action and whether or not the 
Receivers successfully supported or thwarted it. Both 
common sense and strategic thinking should dictate which 
pillars are impacted by an action, but both the severity and 
nature of each action’s impact is left open to interpretation 
by design. In fact, it is our hope that players and GMs will 
discuss and deliberate the potential impact of an action. 


o 
a 
* 
* 
* 
. 
. 
. 
. 
. 
@ 
. 
. 


FACTION FALLOUT IC = International Community. LP = Local Population, RF = Resistance Fighters 
Action Impact scores provided are just suggestions. Change them ta fit your story. 


Extreme Emergency Uncertain Qutcome Imminent Victory 


THE OLD MEN 


Last Stand OF Sovereignty OM Ethno-State O 
Minutemen attack and/or take Fringe elements within the Old Finding agreement in the tenants 
over public utilities, government Men begin devoting Resistance of nativism, the Old Men 
administration offices, and other personnel, propaganda, and establish a strategic alliance with 
soft targets of the state in a futile resources towards establishing the Regime and act immediately 
attempt to cripple the Regime “sovereign states,” rural fiefdoms to cradicate another faction that 
and awaken more patriots. that hoard supplies, engage in threatens to take power once the 


banditry, and feud over property | | Resistance has won. 
LIC, -ILP, -I RF 


rights with other sovereigns. 
“ALP, -IRF ~ [LOVALTY) LP. RF. & IC 


Holy War OF Dominionism OM Christofascism Oo 
Radical bishops of the Faith Radical bishops of the Faith call _|}| Finding agreement in the need 
issue an edict approving suicide ||] for the annexation of territory to |]| for the state to purge moral 
terrorism as a means of establish and expand “God's degeneracy, the Faith establishes 
punishing the civilian Dominion,” a brutal religious a strategic alliance with the 
population which they sce as state where puritanical enforcers |I| Regime and acts immediately to 


THE FAITH 


complicit in the persecution and stone adulteresses, castrate eradicate another faction that 
eradication of the Faithful. homosexuals, and crucify threatens to take power once the 
abortionists. Resistance has won. 


“IC. LP ~ (LOYALTY) LP, RF. & IC 


“lIC. -2 LP 


THE PARTY 


Vanguardism OF Red Imperialism OF Neo-Stalinism Oo 
Militants within the Party begin Russophiles within the Party Taking their cue from the 
a campaign of political begin devoting Resistance Bolsheviks, the Party establishes 
assassination, targeting bankers, personnel, propaganda, and a strategic alliance with the 
business owners, and political resources toward supporting Regime and acts immediately to 
pundits it considers “counter- Soviet imperialist adventure. eradicate another faction that 
revolutionaries.” Revolutionary fervor dwindles as threatens to take power once the 
the Party is coopted by Kremlin- Resistance has won, 
apologists. 


-1 LP, -I MAKERS LOYALTY 


~ (LOYALTY) LP, RF, & IC 


THE MAKERS 


Flight of the Elices. Off Free Market Loyalty Off Oligarchy Oo 
The Makers begin fleeing to The Makers begin devoting To ensure the anarcho-capitalist 
neutral countries in Europe, Resistance personnel, utopia they have been pining 
liquidating all of their assets and |} propaganda, and resources to for, the Makers establish a 
exfiltrating as much wealth and protect their own assets and strategic alliance with the 
expertise as humanly possible on enterprises. Resistance cells begin Regime and act immediately to 
their way out. They'll be sure to doing whatever it takes to ensure eradicate another faction that 
return once the all fighting stops, that the Makers’ money keeps threatens to take power once the 
though. flowing. Resistance has won, 


“1IC. -1 RF - (LOVALTY) LP. RF. IC 


“PSY- on plans a sie ar push to tarnish the Resistance’s 
legitimacy, vilify a marginalized community, or to distract the 
public from a narrative (current or forthcoming) that threatens to 
sour the public’s opinion of the Regime.” 


This action could be taken to target a specific audience 
(such as the local population), or multiple audiences (such 
as the local population and resistance fighters). A local 
propaganda campaign blaming a particular ethnic group 
for a spate of drug overdoses and shootings actually caused 
by an organized crime syndicate would likely target the 
local population. An international propaganda campaign 
tying the Resistance to missionary efforts spawning 
fundamentalist violence around the world would likely 
target the international community. An underground 
propaganda campaign claiming that one of the Resistance 
factions is secretly working for the Regime or plans to 
destroy another faction would likely target resistance 
fighters. A deceptive campaign falsely proclaiming that that 
Resistance Command has been captured and guerillas are 
surrendering en masse would likely target all audiences. 
This action can be played in any way that seems most 
appropriate to the campaign’s events. 


The GM looks at the COIN tracker and sees that the 
Resistance has pushed the Local Population pillar to 
8. The American people have soured on the Regime. 
Though the international community is still cool on 
the Resistance and the Freedom Fist remains loyal to 
their commander-in-chief, this wave of public defiance 
could start a domino effect. She decides that the 
Regime’s next action will be a “False Flag” to vilify 
the Resistance, reducing the Local Population score 
by 2 points. Given that she’d like to see a little more 
conspiracy and investigation in the campaign, she 
decides that the false flag will involve the assassination 
of a popular public figure, perhaps a celebrity or an 
opposition congressperson, allegedly carried out by 
Resistance partisans who were gunned down shortly 
thereafter by the Freedom Fist. The people are furious. 
They don’t want to believe that the Resistance is 
responsible for the murder, but the evidence cited by 
the Regime-controlled news media is damning. The 
Receivers need to discover the truth within the next 48 
hours, while the media narrative is still malleable and 
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the people still care. The GM starts scheming a mission 
requiring the Receivers to sneak into the morgue 

where the body of both the public figure and his alleged 
assassins rest... 


Once an action is selected and its impact is determined, it’s 
time to establish the mission the Receivers must go on to 
either disrupt the action or facilitate it. 


At its most basic, a mission is a task or series of tasks that 
the Receivers must complete by “winning” structured 
scenes of combat, evasion, and intrigue. Missions should be 
developed to either counter or support an action in concrete 
ways. Generally speaking, a mission should require the 
completion of a number of structured scenes equal to the 
action’s COIN Tracker impact. If an action has the potential 
of impacting the COIN Tracker by 3 points, then the mission 
to either prevent or enable that outcome should require at 
least 3 structured scenes. 


Consider the Regime Action “CI Investigation” which 
states, “To identify enemies of the state, CI has launched a major 
probe. They have begun canvasing neighborhoods, interviewing 
informants, interrogating prisoners, tapping phone lines, reading 
mail, watching surveillance footage, etc.” There are many 
potential tasks hiding in this prompt, and many scenes of 
combat, evasion, and intrigue required to complete those 
tasks. Here are just a few examples: 


* Destroy the Evidence: Sabotage the Cl investigation 
by sneaking into their local office to steal their case 
files, identify the subjects of their investigation, torch 
their evidence room, or liberate the comrade who was 
detained for questioning. 


* Compromise the Witnesses: Use the opportunity to 
identify Regime informants and prosecution witnesses 
by tailing CI agents on their way to interviews, then 
neutralize the informants and convince witnesses to 
recant their testimony. 


* Compromise the Investigators: Attend an afterhours 
social function to compromise CI agents who have 
had too much to drink or attend a high-society social 
function to recruit friends of the local Freedom Fist 
commissioner who can coax him into starting an 
internecine jurisdiction war with CI. 
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¢ Make the Investigation Dangerous: Call into a CI 
hotline to leave a tip about a Resistance partisan’s 
whereabouts, then prepare an ambush for the Regime 
enforcers, be they neo-Nazi hooligans or Freedom Fist 
regulars, who come to kick down the door of the (long 
abandoned) residence. 


¢ Preserve Resistance Assets: Evacuate a soon-to-be- 
compromised Resistance safehouse of personnel and 
equipment, exfiltrate comrades out of the city before 
they are swept up by the investigation, and convince 
reluctant sympathizers to harbor the refugees and 
contraband. 


Depending on the danger, complexity, and potential impact 
of this mission, success might require the completion of one 
or more of these tasks. For example, if the mission calls for 
the Receivers to sabotage a high-profile court proceeding 
that is occurring in a few days, they may be tasked with 
both compromising the witnesses and compromising the 
investigators. 


Now, let’s map out one of these tasks into some structured 
scenes. Take the “Destroy the Evidence” mission. The 
Receivers can gain access to the local CI office by either 
breaking and entering after hours (an evasion scene) 

or visiting during office hours under a false pretense 
supported by aliases and disguises (an intrigue scene). If 
that phase of the mission goes south, the Receivers likely 
have a foot chase (an evasion scene) or a shootout (a combat 
scene) on their hands. 


It is always good idea for a GM to have a basic, and very 
flexible, notion of what will transpire during a mission 
before play begins. However, the GM should also be ready 
to cede the direction of a mission to the players. 


When Things Go South 


Setbacks are expected. The Resistance cannot win every 
battle. The Receivers will “lose” during some scenes. They 
will be outgunned and defeated during a combat scene. 
They will get caught during an evasion scene. Their cover 
will be blown during an intrigue scene. When this happens, 
everyone at the table should discuss whether the mission 
can still be salvaged or not. If a mission can be salvaged 

by kicking off a new scene, that new scene should be more 
difficult than the scene that preceded it. 


Consider a mission to sabotage the prototype of a 
dangerous new Regime technology. Assume the Receivers 
were detected during an evasion scene where they were 
sneaking into the R&D lab where the prototype is being 
developed. If the GM or the players think the Receivers 
can still pull the mission off (perhaps through negotiation 
or force), then it might be time to kick off a new scene to 
give it a shot. Perhaps a player gets the idea to deescalate 
the situation by pretending to be an official “red team” 
consultant who was simply testing the facility’s defenses. 
She congratulates the guards who caught her and would 
like everyone to meet in a conference room to debrief. If the 
table likes this idea, it’s time to kick off an intrigue scene to 
see where it goes. 


Of course, the pressure of this scene will be intense. The 
facility’s staff is extremely suspicious of these intruders and 
one of them is trying to phone his superior in order to verify 
the Receivers’ story. 


A mission can only endure so many complications before 
becoming unsalvageable. Generally speaking, the table 
should be permitted only one “Plan B” scene to get a 
mission back on the rails. Sometimes withdrawing from a 
mission altogether is the best strategy... unless, of course, 
the Resistance is on the ropes. 


Play 


Actions and the missions that result from them are 
introduced to the players in the story space during play. 
Perhaps the Receivers are summoned to a secret meeting 
location to discuss strategic matters with Regional 
Command. Perhaps an out-of-breath Resistance courier 
delivers a manila envelope containing mission parameters 
and dossiers of important contacts. Perhaps an emergency 
playing out right before their eyes has prompted the 
Receivers to spring into action. Regardless, within the first 
few minutes of a session, the players should have a clear 
understanding of which Regime, Resistance, or Faction 
action is defining the contours of the session’s drama, and 
what the Receivers need to do about it to ensure that the 
Resistance comes out on top. 


Once the thrust of a mission is established, a GM’s primary 
job is guide the events of the story space toward structured 
scenes of combat, evasion, and intrigue that will resolve 

the mission. She could do this by simply “fast forwarding” 
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the story to a scene she already has prepared (“It’s Friday 
night in the city. You’ve just arrived at the club where you’re 
supposed to meet a contact and figure out what happened 
to the missing Resistance cell. Before we dive right in to an 
intrigue scene, let’s talk about the “look” each of you are 
going for and how people might perceive you.”). Sometimes 
diving right into a structured scene is the best way to tell a 
story, but if done too frequently, the players might begin to 
feel railroaded. Alternatively, a GM could rely heavily on 
free play, supporting player-driven scenes of exploration, 
preparation, and conversation (“The meeting with the 
contact happens at the club tomorrow night. What do you 
wish to accomplish before then?”). With this approach, the 
GM should be on the lookout out for moments where the 
Receivers organically stumble into a situation that is best 
resolved through a structured scene (“It’s become pretty 
obvious these Nazi-punks aren’t going to let you leave 

the club on your own terms. They’re surrounding you as 
onlookers begin to slowly back away. Time for a combat 
scene.”). 


Free play is the “default mode” for SIGMATA, and while 
important, it is not how players should be spending a 
majority of their time when playing the game. As a game 
about super-heroic cyborg revolutionaries, players should 
be spending most of their time navigating dangerous 
confrontations, tension-fueled infiltrations, high-stakes 
negotiations, and dramatic standoffs. The discovery, 
planning, exposition, and chatter that occurs during free 
play is essentially player-driven world-building that 
should add depth and richness to the structured scenes 

that comprise a majority of SIGMATA’s play. Free play 
should never tarry long on mundane details like acquiring 
equipment, resting up for the next operation, or killing time 
between missions. If free play has become “dramatically 
mundane,” someone at the table should respectfully ask the 
GM to press the “fast forward” button. 


Ultimately, players should drive where the story goes and 
the GM should be there to support them wherever they 
want to take things. Some players might be passive when 

it comes to open-ended choices. That’s OK. Some players 
might drive the story towards scenes that their Receivers are 
particularly adept at (the player who built her Receiver for 
stealth wants to sneak into every Regime facility she passes 
by). That’s OK, too. If players are driving the story away 


from the setting’s core tenets of ethical insurgency against 
fascists and toward something else (cyborg vigilantes with 
a messiah complex, escaped experiments tormented by 
psychotronic horror, and so on), the GM should embrace 
it and incorporate the revolutionary backdrop simply as a 
means of exploring, and complicating, these stories. 


Mission Results 


A mission is a success if the Receivers have successfully 
disrupted a Regime action, saw a Resistance action through, 
or dealt with a Faction action, by “winning” the structured 
scenes of combat, evasion, and intrigue they found 
themselves in during the mission. A successful mission 
means that the Resistance gets the best strategic outcome: 


¢ Regime action: No loss in the COIN tracker. 
¢ Resistance action: Gains in the COIN tracker. 


¢ Faction Favor: Faction Loyalty increased by 1, Faction 
Wave increased by 1. 


¢ Faction Fallout: Faction Loyalty decreased by 1, no loss 
in the COIN tracker. 


A mission is a failure if the Receivers were defeated during 
a combat scene, detected or cornered during an evasion 
scene, or if they allowed a scene of intrigue to escalate into 
an emergency. A mission is also a failure if they were forced 
to abort a mission because things were getting too hot. A 
failed mission means that the Resistance yields the worst 
strategic outcome: 


¢ Regime action: Losses in the COIN tracker. 
* Resistance action: No gains in the COIN tracker. 
* Faction Favor: No changes in Faction Loyalty. 


¢ Faction Fallout: Faction Loyalty decreased by 1, losses 
in the COIN tracker. 


Regardless of whether a mission was a success or failure, 
if the Receivers violated the rules of ethical insurgency, 
or stood by while other Resistance partisans violated the 
rules of ethical insurgency, the GM is permitted to make 
small adjustments (i.e. 1-2 points) on the COIN tracker to 
reflect this. These losses are typically reductions in local 
population, international community, or both. 
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Gaining Ups 


Receivers gain Upgrade Points (Ups) after a mission is 
completed, regardless of whether the mission succeeded 
or failed. Each Receiver gains a number of Ups equal to 
the sum of all Faction Loyalty multiplied by the number of 
structured scenes that occurred during a mission. 


For example, if all Faction Loyalty scores are at 3, the 
sum of Loyalty scores is 12. If the Receivers execute a 
mission that featured 2 structured scenes (an evasion 
scene followed by a combat scene), they would each 
acquire 24 Ups at mission's end. 


Affinity 

Affinity is an optional mechanic available to players. It adds 
a dark and suspenseful element to a campaign. At any time 
during the campaign, a player can declare her Receiver has 
an affinity for one of the factions. This means her Receiver 
gets to double that faction’s Loyalty score for the purposes 
of calculating Ups at the end of missions. This provides an 
incentive for a player to ensure her favorite faction’s loyalty 
remains high throughout the campaign. 


However, if and when the Great Betrayal happens, any 
Receiver who has an affinity for the offending faction 

also betrays the Resistance. She becomes a Jammer, one 

of the Regime-aligned Receivers who serve as the game’s 
supervillains, and is controlled by the GM. The rest of the 
group must contend with this death-dealing avatar of her 
chosen ideology throughout the remainder of the Regime’s 
last gasp for power. A player who loses her Receiver to the 
Great Betrayal can create a new Receiver to play in what's 
left of the campaign. 


Rarely does a strong proponent of any political ideology 
admit they would trade their core values for temporary 
power, but much of human history disagrees. 


Rising Difficulty 


As the campaign goes on, the Receivers will become 

more and more powerful. If Signal Strength is high, the 
Receivers will be capable of steam-rolling over their 
adversaries, regardless of the type of contest they face. 

Even if the Receivers are on the losing end of the American 
Insurgency, they will likely have acquired enough Ups to 
be very formidable. It is both cathartic and fun for players 
to have the opportunity to play extremely powerful 

cyborg revolutionaries, particularly if they’ve earned it by 
surviving the American Insurgency’s darkest hours. To 
offset the Receivers’ rising power, the “Imminent Victory” 
phase of the war introduces new challenges and uncertainty 
to the endgame, by way of Jammer Units and the Great 
Betrayal. However, if either the GM or the players are 
interested in scaling the level of difficulty to keep up with 
Receiver growth, it is easy enough to add more combatants 
to a combat scene, increase the alarm of an evasion scene, or 
increase the pressure of an intrigue scene. 


The Theater of War 


Campaigns take place during any historical period in any 
country, but the setting materials provided in this book 
support a campaign somewhere in or very near the United 
States in 1986. As an alternate history purposely vague 

on domestic and geopolitical details, there is virtually no 
constraint to where your campaign takes place or what the 
nature of the conflict looks like. Further, the game’s heavy 
reliance on players to develop the world through actions 
and narration insists that GMs do not spend too much time 
developing the setting or the campaign’s story. However, 
this section will cover a few things that a GM might want to 
have somewhat developed before beginning play. 


Geography 

The Receivers are based in a location where the struggle is 
violent, ongoing, and strategically important to the larger 
movement. This location might be a walled city-within-a- 
city, Resistance territory, embargoed and under siege by 
the Regime. Alternatively, it might be in a mostly natural 
environment that facilitates a more traditional guerilla 
campaign, like the Appalachian mountains. Either way, the 
ideal campaign will incorporate elements of both urban 
and rural environments, and contain regions that are 
firmly Resistance territory, Regime territory, and contested 
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territory. It is also a good idea to situate a campaign in 
relative proximity to a border, a major port, a prison 
complex, or a processing center in order to incorporate 
elements of nationalism, globalism, and the institutional 
violence of the state. 


The People 


While the Regime crushes people of virtually every 
background, many regions in the United States have an 
outsized or overrepresented population of a particular 
people whose struggle against the Regime takes on a unique 
character. An example might be a campaign situated on or 
near reservation lands. The indigenous struggle may define 
the regional Resistance, emphasizing that environmental 
defense is inseparable from community defense. For another 
example, a campaign situated in a heavily industrial 

sector, such as 1980s Detroit, might place a larger emphasis 
on the recruitment and mobilization of factory workers. 

This theater would likely bring the tensions between the 
Makers and the Party to the forefront. As a final example, a 
campaign taking place near a city receiving a massive influx 
of refugees due to natural disaster or conflict would likely 
feature a Resistance defined by the refugee population. 

The nativist impulses of the Old Men would undoubtedly 
clash with what the Faith perceives as an opportunity for 
missionary work. 


Regional Command 

At least four GM-controlled characters make up the 
Regional Commanders that the Receivers interface with 
most often. The GM should have at least a basic sketch of 
who these Regional Commanders are, because they are 

the primary representative of the Resistance faction they 
lead. It is imperative that a GM make these characters 
compelling and multifaceted, even if they are unlikeable. 
They should not be cartoonish avatars of a political ideology, 
nor inflexible demagogues... at least, not to begin with. 

They will most definitely be vocal about Resistance strategy, 
their political beliefs, and their vision of utopia. They will 
undoubtedly bicker in front of the Receivers. But so long as 
their faction’s Loyalty remains neutral or strong, they’Il be 
amenable to compromise (however temporarily) in order 

to topple the Regime. It is only when their faction’s Loyalty 
waivers, or the possibility of the Great Betrayal rears its ugly 
head, that members of Regional Command will degenerate 
into something grotesque. 


The International Community 

The GM should have at least a cursory notion of the 
international actors that have taken an interest in the 
American Insurgency. The Soviet Union is an obvious 
choice, as are multinationals reliant on American imports 
and exports. Countries in close proximity to America 
(Mexico, Canada, Cuba, etc.) or ensnared in American 
politics because of the Cold War also have a vested interest 
in the outcome of the American Insurgency. So do NGOs, 
advocacy groups, the United Nations, and expatriate 
communities all over the world. There is also the reality that 
none of these actors are monolithic in thought. A foreign 
country’s ruling class might detest the Resistance while 

its underclasses love it, or vice versa. If the complexities 

of foreign policy are of no interest to the GM or players, 
then the “international community” can simply be thought 
of as the foreign press, painting the Resistance as either a 
democratic people’s movement or a terrorist organization. 


Chatter 


Chatter is a role-playing aid designed to tease out the 
playful, profound, or politically-charged conversations that 
Receivers have with one another between the more high- 
impact scenes that comprise the bulk of SIGMATA play. 

It is a simple system of providing conversation prompts 

to players and then letting them improvise. Chatter can 

be as banal as small-talk about the weather or as intense 

as sharing the particulars of a traumatic experience. It all 
depends of what prompts are selected and what players 
decide to do with them. 


It works like this. The GM generates a list of two prompts 
for each player at the table, without knowing which 
Receiver will be improvising on them. The table then uses 
an ad hoc method of determining who goes first such as the 
GM randomly selecting players or taking volunteers. The 
GM reads two prompts to a player. That player selects one 
of the prompts and repeats it, but then completes it to some 
type of conclusion, talking as much or as little as she wants 
to. The other players are encouraged to consider how their 
Receivers might respond, if at all, and then feel free to do 
so, as if it was a natural conversation. The moment there’s a 
lull in the conversation, the GM moves on to the next player. 
Here’s an example: 
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GM: “Alright, gang, with that mission behind you, let’s do some 
chatter. You're all in the sedan driving back to HQ. The windows 
are cracked so you can smell the ocean as you cruise toward the 
glowing skyline. The radio plays softly, hopping from one pop hit 
to the next. Like usual, t4p-r4ck is behind the wheel. OK, I got my 
list ready, who wants to go first?” 


Z1pp3r: “I'l go.” 


GM: “OK, z1pp3r breaks the silence! Your two prompts are... 
‘You know what I hate about this city?’ or ‘I just realized 
something about that last mission...’ Take your time.” 


Z1pp3r: “Hmm. Ok, I got. (clears voice) Hey, I just realized 
something about that last mission... Remember when s1r3n did 
that subliminal thing to their boombox, and then all those Nazi 
punks just started fighting each other? What if we broadcast that 
shit from a radio station?” 


s1r3n: “Because it doesn’t work like that. And even if it did, 
everyone in the city would start punching each other in the face. 
Even our comrades.” 


Z1pp3r: “Then we tailor the message... say “Hey Nazis, punch 
each other.” 


t4p-r4ck: “Wouldn't work. Most of the Nazis don’t think they're 
Nazis. They wouldn't get the message.” 


Z1pp3r: “Well, shit, how about ‘patriots’?” 


s1r3n: “Most of the Resistance would start brawling with each 
other.” 


Everyone at the table laughs. The GM sees an opening to switch to 
someone else. 


GM: “Alright, who's next?” 


When creating lists of chatter prompts, the GM is 
encouraged to incorporate a mix of exploratory prompts 
that help build the setting (“I saw this talk-show segment 
the other day, where the host was talking to...”), probing 
questions that ask Receivers to vocalize their thoughts 
about campaign events (“I’ve been thinking more about that 
partisan who sold us out...), and opportunities for Receivers 
to tell their backstories (“That last firefight reminded me 

of this time when...). A player can decide to pass on the 
prompts provided by the GM, edit the prompts provided to 
her, or invent her own prompt. 


Chatter is best utilized to fill the space between important 
scenes, occurring while the Receivers wait for a task to be 
complete, travel to a location, debrief after a dramatic event, 
or engage in some type of montage. It can be particularly 
useful prior to a mission if some of the prompts provoke 
tactical discussions (“If this turns out to be a trap, I think 
we should...). The story-building and character-building 
power of chatter cannot be overstated. It can provoke a 
player into articulating what her Receiver is thinking, 
instead of just what she is doing. It can prompt a Receiver to 
express a personal and perhaps controversial opinion about 
something that isn’t immediate to the story, which could in 
turn cause other Receivers to weigh in on the topic. Chatter 
just might provide the best opportunity for the Receivers to 
be people with hopes, dreams, fears, and biases, instead of 
simply the vanguard of a violent insurgency. 
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SIGMATA’s dystopian vision of 1986 can barely keep pace 
with reality’s 2018. The dog whistles historically used to 
mobilize white nationalists have been upgraded to fog 
horns. Save for a few insurgents, America’s Right Wing has 
fully embraced white nationalism as a platform. The “Party 
of Lincoln” is without question a cult of racial hatred and 
state-sponsored violence. 


America’s Left Wing is degenerating in its own ways. So- 
called Leftists have allied with alt-Right provocateurs to 
“own the libs,” their worldviews formed by the same digital 
cesspool of 4chan memes, RT propaganda, and InfoWars 
conspiracies. Leftist “anti-imperialists” provide political 
cover for Assad’s genocidal imperialism, all to the benefit 

of Putin, a murderous imperialist capitalist par excellence. 
Tyrants who crush the people while giving lip service to 
Leftist values, like Nicaragua’s Daniel Ortega, are also 
getting a pass. 


Many moderates and liberals, meanwhile, either assure 

us things aren’t so bad, or pearl-clutch at the radicalism 

of those who insist yes it absolutely is. They pine for the 
peaceful days of American political gridlock and “tolerable” 
levels of mass incarceration, corporatism, and military 
imperialism. And heaven forbid anyone break a window or 
interrupt traffic. 


This book was written for all the forgotten humans 
navigating this clusterfuck; the people living the struggles 
that most of us only pontificate about, cause through our 
actions, or worsen through our inaction. It’s a cry of outrage, 
an appeal for empathy, a call for action, and commitment to 
strategic thinking. We don’t have the answers, but we hope 
to God that some of you do. 


This Signal Kills Fascists. Repeat the Signal. 
HQ Out. 
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All subroutines processed, all MINUTEMEN: During combat. reduce all Receiver exposure by 
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wiped. Press the attack! the Signal Wars tracker. Cannot be used to negate Death Squads. 
SIGNAL DOWN \/ THE PARTY Bako il 
Subroutines offline. Tread eames ia aes : 
carefully, comrades! : During evasion. reduce all Receiver exposure by 

= (LOYALTY) or add [LOYALTY] waypoints to each Receiver. 


DEATH SQUADS TEMAERSS EP RBH & 


Receivers isolated, death 
squads inbound. Abort mission! DARK MONEY: During intrigue. reduce all Receiver exposure by 
(LOYALTY) or add (LOYALTY x 4) talking points to a single agenda. 
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COIN TRACKER 


LOCAL POPULATION 
Hated 


The People: Loyalty to the Regime 
has never been stronger. Violence 
and cruelty against Resistance 
sympathizers and marginalized 
communities escalates to 


mainstream bloodthirst. 


Media: Loyalist pundits espouse the 
moral necessity of ethnic cleansing 
and proclaim the dawn of a new 
American era. There are no 
opposition pundits. 


RESISTANCE FIGHTERS 
On the Run 


The Resistance: The few cells that 
remain are in hiding, hoping for a 
miracle that turns the war around. 
Supplies are scarce, morale is 
shattered. The Fist is closing in. 


The Fist: Fist regulars, APCs, and 
gunships are everywhere, in every 
corner of the country, projecting 
the Regime’s will. Most regulars 
have embraced the Regime’s 
program of ethnic cleansing. 


NAL COMMUNITY 


Condemned 

Aid: External material support for 
the Resistance has dried up. Foreign 
sympathizers see the American 
Insurgency as a lost cause. Their 
support is better spent elsewhere. 


Optics: Foreign governments 
denounce the Resistance as an 
extremist threat. Sympathizers 
abroad who publicly express 
support for the Resistance are jailed 
for aiding and abetting terrorists. 


Undecided 

The People: Half of the country 
loves the Resistance. The other half 
loathes it. Everyone, however, is 
afraid they'll be swept up by the 


violence. 


Media: Loyalist pundits exaggerate 
Resistance violence, decry “cultural 
Marxism,” and promote Real 
America. Opposition pundits 
bemoan the Resistance, insisting on 
civility, docility, and voter turnout. 


Holding Fast 

The Resistance: Regime atrocities 
spur heavy recruitment. Fighters 
have the training and weaponry 
needed to wage ongoing guerilla 
violence against Regime forces. 


The Fist: Loyalists are flocking to 
recruitment centers. Nearly every 
major city is occupied by Fist 
battalions. Though harassed by 
guerillas regularly, the Fist rarely 
gives any ground to the Resistance. 


Ignored 

Aid: Sympathizers and foreign 
intelligence services smuggle 
money, weapons, communications 
gear, and fighters into America to 
support the Resistance. 


Optics: Foreign governments see 
the American Insurgency as a 
temporary upset or an opportunity 
to exploit. Demonstrations 
expressing solidarity with the 
Resistance are small and rare. 


Loved 

The People: Civil disobedience is 
widespread. Government buildings 
are occupied by protesters. Border 
walls and prison walls are being 
torn down by mobs. Regime 
resignations occur daily. 


Media: Loyalist pundits who aren't 
booking flights to other countries 
have turned on the Regime. 
Opposition pundits proclaim a 
People’s revolution is at hand. 


On the March 

The Resistance: Insurgents have 
taken over large swaths of the 
country and maintain conventional 
armies. Regime strongholds are 
falling like dominoes. 


The Fist: Disobedience and 
defections plague the Fist. Morale 
has plummeted, recruitment has 
stalled, and most regulars are too 
afraid or disenfranchised to leave 
the safety of their barracks or APC. 


Supported 

Aid: Foreign comrades not only 
increase their material support, but 
also provide crushing pressure on 
their own governments to isolate 


the Regime. 


Optics: Foreign governments see 
America as a failed state and 
denounce the Regime as an 
illegitimate government. Sanctions 
are levied and global US military 
bases are closed. 
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IC = International Community. LP = Local Population, RF = Resistance Fighters 
Action Impact scores provided are just suggestions. Change them to fit your story. 


REGIME ACTIONS 


Logistics 0 
The Regime is mobilizing for a 
major offensive or the transfer of 


something or someone of 
immense value: high-ranking 
captives, ordnance, prototypes, 
narcotics, pallets of cash, video 
evidence of an atrocity, a 
captured Receiver, ete. 


“LIC. -1 LP, -I RF 


Sanitation Operation O 
The Regime begins to organize a 
black-out perimeter in order to 
discretely massacre a large group. 
Once journalists are muzzled, 
communication lines are severed, 
and points of egress are blocked, 
the death squads will arrive and 


begin their work. 


AIC, -2 LP 


Everything is Fine O 
Loyalist operators organize an 
event to increase Regime 

support, fundraise for hate group 
PACs, fawn over the Freedom 
Fist, and/or put a family-friendly 
face on fascist ideology. It'd be a 
shame if someone crashed this 
event. 


-lIC,-2 LP 


Emoluments O 
The Regime is using threats, 
bribes, blackmail, and force to 
steal the wealth, land, and/or 
autonomy of a political bloc, 
trade union, journalist 
association, indigenous group, 
church, or private entity it 
considers insufficiently loyal. 


CI Investigation O 
To identify enemies of the state, 
CI has launched a major probe. 
They have begun canvasing 
neighborhoods, interviewing 
informants, interrogating 
prisoners, tapping phone lines, 
reading mail, watching 
surveillance footage, etc. 


“ALP, -1 RF 


Raids O 
The Freedom Fist executes raids 
on Resistance strongholds and 
safehouses, as well as the private 
property of suspected Resistance 
sympathizers, neutralizing all 

who resist and processing those 
who surrender. 


Skunkworks 

The Regime is nearing 
completion of a facility, 
infrastructure project, forward 
base, or technology rollout that 
stands to severely disrupt the 
Resistance, either locally, 
regionally, or nationally. 


Parlay 

Representatives of the Regime 
request a secret meeting with 
Resistance leaders to negotiate a 
prisoner exchange, a conditional 
surrender, a temporary ceasefire, 
or a defection. It could very well 
be a trap, or turn into a 
bloodbath if negotiations sour. 


Moles 0 
A rash of setbacks and failed 
operations suggest that the 
Resistance has been infiltrated by 
EYE-Ops assets. Tempers flare 
and accusations fly. If someone 
doesn’t find the informant(s) 
soon, the local Resistance will 

tear itself apart. 


-1 LP, -2 RF 


Paramilitaries UO 
PSY-Ops has tasked hooligan 
groups with tormenting 
marginalized communities, 
organizing neo-Nazi rallies, and 
carrying out extrajudicial 
kidnappings, tortures, and 
executions of known Resistance 
sympathizers. 


“LLP. -1IC 


Propaganda 

PSY-Ops plans a propaganda 
push to tarnish the Resistance’s 
legitimacy, vilify a marginalized 
community, or to distract the 
public from a narrative (current 
or forthcoming) that threatens to 
sour the public’s opinion of the 
Regime. 


-lIC, -1LP 


False Flag O 
PSY-Ops has tasked hooligan 
groups with carrying outa 
particularly shocking, grizzly, 

and unprovoked operation, but 
in a manner that implicates the 
Resistance as the perpetrators. 
The Resistance must prevent the 


operation or expose the truth, 


“AIC, -1LP 


RESISTANCE ACTIONS 


The Sigmata O 


Someone in the region just 
experienced the Sigmara. The 


Receivers need to find them 
before the Regime does. 
Alternatively, they need to 
follow up on rumors of a 
monster or “gifted person” who 
might be one of their own. 


Tribunal O 


A waitor or war criminal among 
the Resistance has refused to face 
a tribunal to answer for his 
crimes. He must face justice if 
the Resistance wishes to 
maintain any semblance of 
accountability, due process, and 
ethical principles. 


+1IC, +1 LP, +1 RF 


Reconnaissance O 
Intelligence to be gathered in 
hostile or unknown territory, 
which may include the remote 
wilderness, the abandoned ruins 
of a large scale battle, or from 
within the ranks of a seemingly 
neutral organization whose true 
agenda is unknown. 


Recruitment 
Resistance agents have identified 
a powerful, influential, or well- 
connected individual, 
organization, or nation as a 
potential ally. They'll need their 
best assets to make contact, 
assess their motives, and close 
the deal if necessary. 


+2 IC or +2 LP or +2 RF 


IC = International Community. LP = Local Population, RF = Resistance Fighters 
Action Impact scores provided are just suggestions. Change them to fit your story. 


Ultimatum QO 
The Regime has rejected a 

formal demand to release 
prisoners, pull their forces out of 
contested territory, or stop 
targeting non-combatants. The 
Resistance must now make good 
on their threat. The world is 
watching. 


+1 RE, +210 


Comrades-in-Arms oO 
A raid, ambush, or riot has 
escalated into all-out warfare. 

The how or why it started no 
longer matters. It’s time for 
Resistance partisans to press the 
attack, hold their ground, or 
evacuate immediately. 


Sabotage 0 
The Resistance has identified an 
opportunity to cripple Freedom 
Fist or EYE-Ops operations 
locally, regionally, or nationally 
by sabotaging a facility, 
infrastructure project, or 
technology prototype. 


+1LP, +1 RF 


Forward Base im) 


A new Resistance cell deep 
within loyalist territory needs 
help during its nascent phase. 
They'll need help recruiting and 
training partisans, identifying 
high value targets, establishing 
supply lines, and evading 
Freedom Fist security sweeps. 


Repeat the Signal 0 
To extend the Signal to a new 
region, or strengthen it where it 
has faltered, the Resistance needs 
to smuggle radio equipment into 
enemy territory and install it in 
strategic locations, all while 
evading SIG-Ops detection and 
Freedom Fist confiscation. 


+1 LP. +1 RF 


Demonstration O 
The Resistance is organizing a 

mass demonstration to assure the 
public and the world that the 
movement is legitimate, alive, and 
has popular support. They must 

be ready for a legion of statists, 
saboteurs, and shock troops 

hoping to disrupt the event. 


+IC, +1 LP 


Liberation 0 
Comrades must be liberated 

from the clutches of the Regime. 
It will involve a daring prison 
break, organizing a prisoners’ 
revolt, or interdicting prisoner 


transports as they travel between 
jails, weigh stations, and 
processing centers. 


+1IC, +1 LP, +1 RF 


Infiltration O 
A high security facility needs to 
be infiltrated in order to acquire 
important intelligence, destroy a 
damning document, gain an 
audience with an exclusive 
person, steal cash to finance 
future operations, or 
plant/retrieve a listening device. 


FACTION FAVORS 


TE.OLD WEN Espirit de corps 0 
Anti-Semitism, racism, and 
conspiracy theory among the 

Old Men’s rank-and-file 

threatens the group’s esprit de 
corps. Outsiders to masquerade 

as new recruits, determine the 
source of this ideological cancer, 


Nottingham Oo 
A loyalist mayor is using his 

office to enrich himself, as well 

as the sheriff's office and white 
nationalist paramilitaries who 
protect his racket. The entire 
town is being strip-mined 
through eminent domain and 

civil forfeiture. 


+{ LOYALTY, +1 WAVE 


Cache Oo 
The Old Men have learned 

about a massive cache of military 
ordnance, buried by a prepper or 
abandoned by an enthusiast, that 
potentially hasn’t been recovered 
yet. Unfortunately, it is located 

in an extremely secure or 

and then neutralize it. 


+1 LOYALTY. +1 WAVE 


difficult-to-reach place. 


+1 LOYALTY. +1 WAVE 


THE FAITH 


In Sheep’s Clothing oO 
The Faith’s leadership suspect a 
charismatic bishop of predatory 
behavior, blasphemous edicts, a 
messiah complex, etc. He must 

be investigated by a discrete and 
independent group, and if found 


Judges O 
Missionaries infiltrating and 
destroying human trafficking 
tings abroad, as well as exposing 
other human rights abuses, have 
suddenly stopped reporting in. 
Whether they have been 


Exodus O 


Due to a resource crisis or ethnic 
cleansing, the Faith must 
migrate a massive contingent of 
its flock (local or international). 
The flock is extremely vulnerable 


during this time and needs 


shepherds to guide them to 
safety. 


+I LOYALTY, +1 WAVE 


TE PARTY No Vacancy 


Anarchists have occupied unused 


properties to shelter squatters 
and refugees. Now, the owner 


wants to demolish the place. The 


Resistance needs to rally the 
people to the defense of 
vulnerable peoples and just 
alternatives to capitalism. 


+ LOYALTY, +! WAVE 


THE MAKERS Dirty Laundry 


A Maker has a personal problem 


(e.g, a familial scandal), but 
they’ve met their match: an 
activist, employee, 


commissioner, district attorney, 


shareholder, or estranged lover 
who cannot be blackmailed, 
bought, or intimidated. 


+/ LOYALTY, +! WAVE 


guilty, dealt with, regardless of a 
potential congregational schism. 


+1 LOYALTY, +1 WAVE 


OM Hold the Line O 


Workers have seized a 
production facility that supports 
the Regime’s war-sustaining 
efforts. The bosses want their 
company men, scabs, and 
modern-day Pinkertons to clean 


the mess before the Regime finds 


out they've lost control. 


+1 LOYALTY, +1 WAVE 


OW Pawns oO 


The Makers need someone taken 


down a peg or publicly 
humiliated. Its difficult to tell 
whether this is driven by market 
factors, personal animus, or just 
a playful rivalry to alleviate the 
boredom of people with 
impossible means. 


+1 LOYALTY, +1 WAVE 


detained or gone vigilante, they 
require salvation 


+ LOYALTY, +1 WAVE 


Tankies, Fuck Off 0 
A foreign dictator espousing 
Leftist values is actually inflicting 
statist and nationalist tyranny on 
the underclasses to enrich 

himself and his bourgeois allies. 
The means of production must 
be seized from this “capitalist in 
comrade’s clothing.” 


+1 LOYALTY, +1 WAVE 


Meet My Associates 0 
The Makers need to attend ana 
meeting in hostile territory (¢.g. 
Russian embassy, cartel kingpin’s 
estate, etc.). They need a highly 
capable escort to ensure their 
safety and protect their interests, 
and do so without the benefit of 
tactical equipment, if necessary. 


+1 LOYALTY, +1 WAVE 


IC = International Community. LP = Local Population, RF = Resistance Fighters 
Action Impact scores provided are just suggestions. Change them to fit your story. 


FACTION FALLOUT 


Extreme Emergency Imminent Victory 


Uncertain Qutcome 


THE OLD MEN 


Ethno-State O 


Finding agreement in the tenants 
of nativism, the Old Men 
establish a strategic alliance with 
the Regime and act immediately 
to eradicate another faction that 
threatens to take power once the 
Resistance has won. 


Sovereignty O 
Fringe elements within the Old 
Men begin devoting Resistance 
personnel, propaganda, and 
resources towards establishing 
“sovereign states,” rural fiefdoms 
that hoard supplies, engage in 


bandirtry, and feud over property 


Last Stand O 


Minutemen attack and/or take 
over public utilities, government 
administration offices, and other 
soft targets of the state in a futile 
attempt to cripple the Regime 
and awaken more patriots. 


THE FAITH 


THE PARTY 


THE MAKERS 


“LIC. -1 LP, -I RF 


Holy War O 


Radical bishops of the Faith 
issue an edict approving suicide 
terrorism as a means of 
punishing the civilian 
population which they see as 
complicit in the persecution and 
eradication of the Faithful. 


IC, -2 LF 


Vanguardism O 
Militants within the Party begin 

a campaign of political 
assassination, targeting bankers, 
business owners, and political 
pundits it considers “counter- 
revolutionaries.” 


- LP, -| MAKERS LOYALTY 


Flight of the Elites O 
The Makers begin fleeing to 
neutral countries in Europe, 
liquidating all of their assets and 
exfiltrating as much wealth and 
expertise as humanly possible on 
their way out. They'll be sure to 
return once the all fighting stops, 


though. 


rights with other sovereigns. 


“ALP. -1 RF 


Dominionism oO 
Radical bishops of the Faith call 


for the annexation of territory to 


establish and expand “God's 


Dominion,” a brutal religious 


state where puritanical enforcers 


stone adulteresses, castrate 
homosexuals, and crucify 
abortionists. 


Red Imperialism 0 
Russophiles within the Party 
begin devoting Resistance 
personnel, propaganda, and 
resources toward supporting 
Soviet imperialist adventure. 
Revolutionary fervor dwindles as 
the Party is coopted by Kremlin- 
apologists. 


Free Market Loyalty 
The Makers begin devoting 
Resistance personnel, 
propaganda, and resources to 
protect their own assets and 
enterprises. Resistance cells begin 
doing whatever it takes to ensure 
that the Makers’ money keeps 
flowing. 


“AIC. -1 RF 


- (LOYALTY) LP. RF, & IC 


Christofascism UO 
Finding agreement in the need 
for the State to purge moral 
degeneracy, the Faith establishes 

a strategic alliance with the 
Regime and acts immediately to 
eradicate another faction that 
threatens to take power once the 
Resistance has won. 


~ (LOYALTY) LP. RF. & IC 


Neo-Stalinism O 
Taking their cue from the 
Bolsheviks, the Party establishes 

a strategic alliance with the 
Regime and acts immediately to 
eradicate another faction that 
threatens to take power once the 
Resistance has won, 


~ (LOYALTY) LP. RF. & IC 


Oligarchy O 
To ensure the anarcho-capitalist 
utopia they have been pining 

for, the Makers establish a 
strategic alliance with the 

Regime and act immediately to 
eradicate another faction that 
threatens to take power once the 
Resistance has won, 


- (LOYALTY) LP. RF. & IC 
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name marcus Abrams ea T#P-RECK 

surface story 

African American, male, 30s, Leads from behind, dry comedian, 
powerful build, Crew Cut, spree shooting Fantasies, divinity 
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Jamie Bennington _ sir3an 
surface story 
Caucasian, femaie, sos, Single mother, stoner, BOOF ball, 
brunette, book smart, bleeding law degree, pinball wizard, porn 
heart, Guarded posture and aficionado, brief stint In 


body language, dresses tike commune/Cult in ‘79, tabletop 
Woodstock never ended, CisHet |roje-piayer, lesbian 


core processors combat evasion intrigue effect 
Ss posure/waypoint/tat 
AGGRESSION | 2 |m storm | rush | confront oe er eipenoe tose 


GUILE (¢| ia flenk sneak snoop & +1 exposure/waypoint/talking point per success 
JUDGEMENT (¢| iy regroup fade gal [es ~1 exposure to self per success 
VALOR =) Suppress deny support as -1 exposure to comrade per success 


RECEIVER POWERS PARTISAN TRAITS 
blade benefit memory core 


OU 


Snake Eyes snoop | -1 exposure tO self per 2 successes Son's Father A Cl 
Ghost Mesh NA “1 exposure beginning Of every evasion round = ibrary stene 
Conniving intrigue 
peripheral tactic 
subroutine story processed 
ti} = Black duster fade 
Transiseor Ear J (4) eavesdrop through radios/antennas is Microcassette 
i — recorder Confrone 
naner G ¢| Subtiminal messages over radio smc 
G 


2 
z 
= 
DD DD DD DD pb bb 


ups earned =—ups spant 


affinit 
Cold war 2ero-G and deep freeze Gee 


ee SGMATA 
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ne Conroy Wilkes on Z1pp3r 

surface story 

Caucasian, male, 30s, mullet, Recovering heroin addict, jazz 
sinewy, wild Card, reckless, drummer, Card shark, former 
friends for life, loves denim Cable man, bankrupted by mail 
vests and Canadian tuxedos, Order music Club, is actually 


insists he's not racist, CisHet pretty racist 
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RECEIVER DOSSIER 


Kosal Mao ea cl3nsr 
surface story 
Catnbodian refugee, male, 40S, | SysOp of private BBS, day trader, 
Hoitywood hair, mustache, movie buff, expert Chef, invel 
seemingly mute, Jersey Vice officer under Pol Pot in mid 70s 
Wardrobe, thick glasses, (murdered other officers, then 
fingerless gloves, asexual fied to the US), bisexual 


core processors combat evasion intrigue effect 
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AGGRESSION [2 |» storm rush confront D> ccm baltien thc apa te 


GUILE (¢| > flank sneak snoop = +1 exposure/waypoint/talking point per success 
JUDGEMENT [5 ]m regroup | fade | gel mp1 exposure to self per success 
VALOR > Suppress deny support > ~1 exposure to comrade per success 
RECEIVER POWERS PARTISAN TRAITS 
blade benefit memory core 
LJ 
Social Scout Support | successes apply to 2 allies, instead OF 2 Khmer Rouge | A Cc 
toreure viccin 
Tracer Step Flank “1 exposure to self per 2 successes library scene 
Spider evasion 
peripheral tactic 
subroutine 


affin 
turn people into pixets D)BIB) 7 


ee SGMATA 


RECEIVER DOSSIER 


name izabel Aratijo fon rav3th34d 


surface story 

Brazitian immigrant, transgender | Union machinist in Brazil in earty 
woman, 205, tall, militia Clothing, |eos, beaten and jailed during 
gauche makeup, switches to transition, emigrated to US in ‘ae 
Portuguese for brutal insults as male persona, gunsmith, loves 
and evocation of Cathotic saints [Saturday morning cartoons, Het 


core processors | combat evasion intrigue effect 


S+1 int/taliki 
AGGRESSION | 2 |e) storm | rush | confront ee ene cecal 


GUILE [3] >  fenk sneak snoop [9 +1 exposure/waypoint/talking point per success 
JUDGEMENT = [$] > regroup | fade | gel mp -1 exposure to self per success 
VALOR [¢| > Suppress deny support > ~1 exposure to comrade per success 


RECEIVER POWERS PARTISAN TRAITS 


blade benefit memory core 5 
Tmmigrations 
Bunker Morph | regroup | gain additional success if at least 2 rolled = sates A ‘| 


Can reduce +5 bonus and penalty to a lower 
Vox Mechani = [Confront |r mber, declared before Op is made lbrery scons 


Conductor intrigue 


ak Le Remingeon flank 


ar LJ 
Armature  4| 9 [4] transform phirstotogy into toot Lie prec support 
Gremlin 
Uprising 4 Vv [¢| army OF angry Consumer efectronics a= Leatherman sneak 
al v [4] 
a LI 
ah LL) 
wa 


TV characters become reality a= 


y 
]} 


RECEIVER DOSSIER 


mame A shwiyaa “Ash” Dubois an puli¢g3r 


surface story 

Ojibwe, female, 20s, dresses like | Expert fisher, was line-chef for 
new Wave groupie, gallows Casino restaurant, briefly became 
humor, shore Fuse, multilingual, [Christian to rebel against parents 
macho, body builder, home (later renounced it), Resistance 


schooled, recreational vandal partisan even before her Sigmata 
core processors | combat evasion intrigue effect 


5 + 1 exposure/waypoint/talking point per 
AGGRESSION [+ |» storm rush confront ED ccux bat ties te cpa ote 


GUILE [2] > flank sneak snoop > +1 exposure/waypoint/talking point per success 
JUDGEMENT [3] — regroup fade gel > =1 exposure to self per success 
VALOR [¢| > Suppress deny support > ~1 exposure to comrade per success 
RECEIVER POWERS PARTISAN TRAITS 
blade benefit memory core 

LJ 
Sonic Sight deny SUCCEeSsses apply tO 2 allies, instead OF 2 Eider G C] 

iCal a i 

| Sram Nee NA —— to ally if 3 successes rolled ibrary — 


Transporter evasion 


peripheral —-- 

subroutine A ee BE pa aa 

Gridiash al A (¢| turn etecerical grid to ceneacies LIB Hairspray get 

Liverarion | A [4] screamacdeseructvedecibers [| Ee | [om 
Wrecking Bal 4} V (4) Super strength a= 
4 OI LIE 

a (] LTS petra: =peraeee 


ultimate story processed affinity 
Laserbreath [5] scream a destructive laser beam [1 |[2|[3] 


ee SIGMATA 


